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W hen Nigel Mansell entered the world of Indy 
car racing, he knew his biggest competition 
would be Mario (the driver, not the plumber). In his 
debut Indy car race in Australia, Mansell stunned the 
racing world by upsetting Andretti, and capturing the 
checkered flag. Now you can relive Mansell's march 
to the Formula One crown with Gametek's NIGEL 
MANSELL'S WORLD CHAMPIONSHIP RACING. Every 
other racing game for the Super Nintendo is left eating 
dust. No other racing game puts you in the driver's seat 
like Nigel. Featuring a first-person hands on perspec- 
tive, 16-International Formula One race tracks, totally 
customizable Formula One cars, randomized weather 
conditions and even audible hints from the man himself, 
Nigel Mansell. So, see for yourself why reviewers are 
calling Nigel Mansell the best racing game ever avail- 
able for the Super Nintendo Entertainment System. 



RACING 


from 

GAMETEK 

Drive it Home. 


Game Hint and Tip Line: 1 -900-903-GAME (4263) 


* 80<t per minute charge • Touch tone phone required • Minors must have parental permission before calling 


Avanaoie z4 nours 


Licensed by FOCA to Fuji Television. Source codes ©1 993 Gremlin Graphics Software ltd. Packaging ©1 993 Gametek, Inc. Gametek is a registered trademark of IJE, Inc. 2999 NE 1 91 st Street, Suite 500, 
North Miami Beach, Florida 33180. All rights reserved. SUPER NINTENDO ENTERTAINMENT SYSTEM IS A REGISTERED TRADEMARK OF NINTENDO OF AMERICA INC. ©1 991 NINTENDO OF AMERICA. 
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• Player’s Guide to 
Interactive Cartoons 
and Comics 

Why just watch or read cartoons 
when you can live them? This 
blockbuster section takes you 
behind the scenes to meet the 
designers and developers, and to 
get reactions to the games from 
some of the biggest names in 
animation and comics 37 

• 3D0 Preview 

The 3D0 gaming environment is 
turning many heads. Will it be the 
next video gaming/interactive soft- 
ware revolution? EG scouts the 
latest developments for this 
upcoming system 48 

• Summer CES Review 

This sophisticated gaming magazine 
continues its tradition of fast-hitting 
reports from the Consumer Electron- 
ics Show. The editors combed the 
aisles and secluded hotel suites 
to give you a first look at the top 
video, computer, portable and 
multimedia games on display in 
Chicago 52 

• EG Bids on Bridge Games 

We put all the cards on the table 
in this discerning look at the hotly 
competitive field of electronic 
bridge games 62 


About the art — We at EG would like to thank the following artists for their contributions to this issue: 

Thanks to the folks at Disney and to Laurie Thornton at Capcom for supplying us with the fantastic Disney’s Alladln Cover Art — Cover 
Eric Curry — All department logos, and various photography 
Cliff Spohn — EG Interview 
GRATUITOUS ADVERTISEMENT 

Check out the latest new magazine from the Publishers of EGM 
HERO ILLUSTRATED! — At stores now. 

We have received a lot of responses for the April “Yes I read every word in the magazine” contest. For any of you who are still wondering — IT WAS A 
JOKE! Stiii, you never know when we may run a real contest here, so keep watching. By the way, send In your Elvis sightings. Best one printed here. 
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TWO POWERFUL BROTHERS, 
TWO DEADLY ARMIES, 
ONE SURVIVOR 





A GAMING EXPERIENCE ONLY POSSIBLE ON CD. 


TURBOCD, THAT IS. 
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TURBOGRAEX IS A REGISTERED TRADEMARK OF NEC TECHNOLOGIES. INC. (C) 1992. 93 HUMAN CORPORATION. WORKING DESIGNS. VASTEEL IS A REGIS' 
TERED TRADEMARK OE HUMAN CORPORATION. LICENSED FROM HUMAN CORPORATION AND CONVERTED BY WORKING DESIGNS. 18135 CLEAR CREEK 
ROAD. REDDING, CA 96001. FOR A DEALER NEAR YOU. CALL (916) 243-3417 EXT. 190. WE VE ALWAYS WONDERED WHAT KIND OE PEOPLE TOOK THE TIME TO 

READ THIS NONSENSE. NOW WE KNOW. 








The Games, They Are a-Changin’ 

Please welcome a new phrase to the pages of Electronic Games: "Digital Highway.” 
Might as well get used to it, because it looks like it’s going to stick around awhile. 

We are in the midst of the greatest upheaval in electronic gaming since Nintendo 
introduced the 8-Bit video game console. Except this is bigger. 

The mergers, buy-outs, and strategic alliances are splashed across the business 
pages of the daily newspapers. You’ve been reading the behind-the-scenes details 
about them in Electronic Games. You’ll find a lot more information in this issue’s 
Hotline, and brace yourself for more bombshells in coming months. 

The recent Summer Consumer Electronics Show in Chicago crystallized electronic 
gaming trends that have been building since the mid-1980s. Interactive electronic enter- 
tainment has joined the entertainment industry. While the actual transformation is sure 
to be gradual, stretching over many years, this is when it turned the corner. 

Revolution is in the air. 

Electronic gaming will never be the same again. 

The Digital Highway is a metaphor for the interlocking electronic system that could be 
here before the end of the decade. An electronic network will connect providers of soft- 
ware with every home in the U.S. 

Communications giants like AT&T are paving the digital highway with a mixture of com- 
puter, fibre optic and satellite technology. Once information traffic gets rolling down 
these electronic roads, software publishers can sell or rent movies, special events, and 
electronic games directly to end users. That means no warehouses or retail outlets. In 
fact, the digital highway eliminates physical handling of all forms of electronic software, 
from games to laser disks. Fancy packaging and thick instruction books are also likely 
casualties of this direct connection between game companies and game players. 

The Digital Highway is a toll road. You’ll have to pay for everything you get, either a 
flat monthly fee for a service such as the Sega Network, or a per-title charge as with cur- 
rent pay-per-view attractions. Gamers probably won’t mind too much, though, because 
publishers will pass along some of their tremendous savings in the form of significantly 
lower prices. Without middle men, packaging, and distribution costs to inflate the price, 
today’s $49.95 cart could sell for as little as $10 when it comes down the wire to you. 

The cartridge rental business doesn’t have a bright future at the moment. One leading 
rental chain is developing plans for everything from indoor play parks for children to 
electronic amusement centers in preparation for the day when downloads replace 
rentals. 

The Digital Highway has the power to transform our hobby into a mass market phe- 
nomenon, like movies, records, and cable television. The coming integration of the 
entertainment software delivery system will be mirrored in the closer connections 
among segments of the electronic entertainment world. That’s why Paramount, 

Disney, Viacom, New Line Cinema, and similar companies have suddenly decided that 
it’s time to get into gaming. They foresee a near future in which properties are routinely 
cross-collateralized across the full spectrum of software. 

Electronic Games isn’t just hangin’ out at curbside, either. As regular readers know, 
we never stop fine tuning this magazine, and you can look for more changes in months 
to come. Our goal is to insure that EG continues to provide the ultimate in comprehen- 
sive coverage, in-depth analysis and uncompromising critiques that will help you spend 
your time and money wisely in an age of expanding choices and multiplying entertain- 
ment options. 

Let’s hit the highway. Travel is always more fun when you’re with friends. 

— Arnie Katz 
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IF YOU CAN’T STAND THE HEAT.. 
GO HACK TO CARTRIDGE GAMES! 





SCORCHING ACTION TOR THE SEGA CO. 
COMING IN AOGUST 1903. 


MxVI DEO GAMEs L 


SEGA 


Roto flleste: TM lengen Inc. 1993 © Compile 1992. licensed to Tengen Inc. All rights reserved. Sega, Genesis, Game Gear, and Sega CD are trademarks al Sega Enterprises Ltd. 





Not So Cheap Shots 

I have always looked up to Nintendo 
for having advertisements that don't 
throw punches at their competitors. I 
have always felt that it was cheap of 
Sega to mention Nintendo or hint at 
Nintendo in a negative way in their mar- 
keting plan. Nintendo has shown in the 
past their ability to ignore these cheap 
shots and indirectly get back at Sega by 
producing excellent games. This made 
me think that Nintendo had a policy 
against mentioning the competition in 
their ads. i just found out that I was 
wrong. Does this sound familiar: “Why go 
to the next level when you could go light- 
years beyond?" That is a quote from one 
of Nintendo's Star Fox commercials. It 
almost clearly attacks Sega's “Welcome 
to the Next Level” campaign. Sure, the 
game is a blast, but was this necessary? 
Is Nintendo now afraid of being a fair 
player in this competition for 16-Bit 
supremacy? Why can't we all be nice and 
love each other? 

Paul Andrews 
W. Townsend, MA 

Competitive advertising has been a 
factor in gaming advertising as well as in 
ads for aspirin and soft drinks for a long 
time, Paul, and it can range from virulent 
attacks to comparatively gentle ribs like 
the one you quote. When Nintendo has 
something like an 80-to-90 percent share 
of the video game market, as it did for 
the 8-Bit machines, it had no need nor 
desire to call attention to Sega or other 
systems. Fairness had nothing to do with 
it. Now that 16-Bit systems are facing 
real competitive market shares, and with 
multi-millions of dollars at stake, such 
attitudes are changing. We, as individu- 
als, can and should “be nice and love 
each other, ” but it would appear billion- 
dollar corporations can 't afford to. If they 
do, the sales will often suffer. 

CD Thoughts 

All too often a prozine will harp and 
harp on something that is nothing more 
than hype. EG stands above this. 


FEEDBRCK 

Letters From Our Readers 


Nowhere else did I read anyone giving 
their doubts about the Sega CD, espe- 
cially during 1992 when it was finally 
released. I didn't agree with your reserva- 
tions about this system at the time. 

To my mild surprise, I've found myself 
coming around to your point of view. I 
was one of those people who rushed out 
and bought the Sega CD the minute it 
came out. It was without a doubt the 
most incredible thing I had ever seen. 

The possibilities of CD seemed endless, 
and I could only imagine what Sega 
would do with it. Unfortunately, they have 
done almost nothing. It's been six 
months since it arrived, and only a dozen 
games are available. That wouldn't both- 
er me if the games were revolutionary, 
but they have been, with a couple of 
exceptions, disappointments. They are 
either cartridge games with merely new 
music, a short cartoon and maybe one or 
two new levels [Hook, Chuck Rock, Sol- 
Feace], laser disk games that give me 
as much control over my environment as 
the government does [Cobra Command, 
Road Avenger, Time Gal], motion-video 
games that were really made years ago 
[Sewer Shark, Night Trap], and these 
oddball things that can't even be classi- 
fied as games, or even entertainment 
[Make Your Own Music Videos]. Other 
than Sherlock Holmes and Wonder Dog, 

I haven't played any Sega CDs that are 
all that impressive. Looking at the new 
software, it seems to be flooded with 
more of the same; games that don't use 
the scaling and rotation effects of the 
hardware, or games that don't even 
scratch the surface of CD memory. Con- 
sumers are short on cash as it is, and 
we don't have hundreds of dollars to 
spend on a system that offers nothing 
different than what’s already available. 
CD-ROM could fail as a video game medi- 
um. If Sega fails with CD, after NEC 
already has, it's unlikely Nintendo will 
introduce their own CD system in a mar- 
ket that has such an uncertain future. 

Dan Thomas Maclnnes 
Duluth, MN 


By the end of this year, Sega antici- 
pates having 19 CD games of their own 
available in the marketplace, not count- 
ing third-party introductions. Top-quality 
CD games that take advantage of all the 
bells and whistles available take more 
time to produce than standard video 
games (which aren't done overnight, 
either, Dan — at least, not the good 
ones), and it would appear that many of 
the duds and reruns you complain about 
were inserted to fill the gap while the 
rest were in preparation. That's an expla- 
nation, not an excuse. Meanwhile, the 
CD market is evolving, and we are seeing 
many advance notices of games slated 
for the Sega CD as well as computer and 
black box (3D0) technologies. 

Reading the Fine Print 

I don’t know whether it’s an April Fools 
joke or if I will win anything, but I certain- 
ly bother to read every word of your 
delightful magazine, and believe me, it's 
worth it! It's the only magazine that 
takes gaming seriously; there is nothing 
like it out there! 

Dan Laufer 
Raanana, Israel 

...and... 

I am one of the six people who read 
that very small paragraph at the bottom 
of page 4 and I would like to say that I 
would love some sort of contest. That 
would be great, after all we deserve 
something for reading every little word... 

April Rodde 
Peoria, IL 

You along with all the others should be 
advised that while none of our reader- 
ship can be construed as foolish (April or 
otherwise), the reality of any contests in 
connection with those tiny texts remains 
under advisement. All responses to our 
call are being held on file, however, just 
in case! 

Keep your cards and letters coming, to: 

Feedback, c/o Electronic Games 

330 S. Decatur, #152 

Las Vegas, NV 89107 
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There’s nuclear mayhem brewing in the Middle East! 
Reconnaissance over the tiny nation of Arzaria have 
revealed enough chemical weaponry to blow the 
United States into oblivion. Suddenly the fate of the 
free world rests under the thumb of a fanatical 
despot.. .and your ability to pilot the notorious MiG-29. 


As the only Westerner capable of flying the Russian- 
made peace-maker, it’s up to you to be a hero and pull 
some serious G’s on five daring sorties — from clashes 
with surface-to-air missiles over A1 Tamas to the suicide 
rumble at the Kharham nuclear power compound. 


• The fastest-scrolling flight-sim on the Genesis 


• Actual avionics and instrument panel complete with 
radar, altimeter, heading compass, and eject 
feature. ..just in case. 


1 s # -r 
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And so you’ll look hot while frying some Arzarian tail, 
don’t forget to enter to win an authentic leather bomber 
jacket in the MiG-29 Fighter Pilot Sweepstakes. 

Look the part — blow ’em apart!!! 
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• Six grueling missions, including Red Witch, Blue Sea- 
Sprite, Yellow Dragon, Iron Hand and White 
Pegasus. 

• An army of enemy artillery to destroy — tanks, enemy 
fighters, SCUDS, even a nuclear power compound. 

• Massive weapon magazine loaded with tons of 
powerful cannons, air-to-ground rockets, and 
air-to-air missiles — including the 1 1km- 
range AA-8 guided missile. 


S11A .... 

GENESIS 

MiG-29 Fighter Pilot ™ 

© 1993 Domark Group Ltd. 

Sega, Genesis and Game Gear 
are trademarks of Sega Enterprises, Ltd 


MiG-29 FIGHTER PILOT™ SWEEPSTAKES OFFICIAL RULES 


1. NO PURCHASE NECESSARY. To enter, print your name and complete address on 
the warranty card enclosed in the Genesis version of MiG-29 Fighter Pilot. You may 
also enter by hand printing your name and complete address in a 3X5 card to MiG- 
29 fighter Pilot Sweepstakes, P.0. Box 1307, Young America, MN 55594-1307. 
Enter as often as you wish, but each entry must be mailed separately via first class 
mail. Not responsible for lost, late, damaged, misdirected or postage due mail. 


2. Drawing: A random drawing will be held on or about March 31 , 1 994 from all 
eligible entries received by an independent judging organization whose decisions are 
final. Winners will be notified by mail. 


3. Prizes: 

First prize (10): Leather Flight Jacket, approximate retail value $325.00 
Second prize (50): Flight Glasses, approximate retail value $34.99 
Total approximate retail value of all prizes: $5,000.00 


4. General Conditions: Sweepstakes is open to U. S. residents, 18 years or older. 
Employees of Domark Software, Inc., or Tengen, Young America Corporation, any of 
their affiliate companies, subsidiaries, advertising and promotion agencies and the 
immediate families of each are not eligible. Potential prize winners may be required to 
sign and return an affidavit if eligibility and liability/publicity releases within 14 days of 
notification or prizes will be awarded to alternate winners. All prizes will be awarded. 
Subject to all federal, state and local laws and regulations. Void where prohibited. 


Winners agree that Domark Software, Inc., or Tengen, their respective subsidiaries, 
affiliates, employees or agencies will have no liability whatsoever for any injuries, 
losses or damages of any kind resulting from the acceptance, possession, or use of 
any prize. Taxes on all prizes are the responsibility if the winner. Prizes are not 
transferable. Only one prize per household or address. No prize or cash substitutes 
allowed except at the discretion of the sponsor. Odds of winning depend on the 
number of eligible entries received. 


5. Winners List: For a list of prize winners, send a self-addressed stamped envelope 
by April 30, 1994 to MIG-29 Winners List, P.O. Box 1305, Young America, MN 
55594-1305. 
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HOTLINE 


Compiled by Joyce Worley & Ross Chamberlain 


Sony Buys 
Psygnosis 

Sony Electronic Publishing 
Company acquired Psygnosis 
Ltd., the Liverpool, England- 
based computer game publish- 
er (Lemmings, Shadow of the 
Beast) and developer of video 
games and Sega CD titles such 
as Bram Stoker’s Dracula and 
Last Action Hero, marketed 
under the Sony Imagesoft 
label. 

Psygnosis will continue to 
use its label on computer soft- 
ware and develop software for 
Sony Imagesoft, but it will also 
serve as the foundation for 
Sony’s new European manage- 
ment operation. 


Kidder Tends Bar 
In CD Thriller 


Access is going for star 
power in its forth-coming CD- 
ROM thriller. The company cast 



Margot Kidder as a bartender 

in Linder a Killing Moon, the 

new Tex Murphy adventure due 
for release in January, ‘93. Kid- 



der will also appear in the con- 
densed version on disk which 
is scheduled for about three 
months later. 

The graphic-rich detective 
story is a gritty tale of murder 
and mayhem starting in San 
Francisco and leading the play- 
er through panoramic sequen- 
ces that use cinematic tech- 
niques to take the tale through 
far-flung locales. 

Sega To Test 
Game Channel 

Initial testing of the Sega 
Channel ( Hotline , July EG) is 
scheduled to begin this fall in 
13 local cable markets, making 
it available to approximately 
350,000 cable subscribers. 

The Sega Channel, a joint ven- 
ture of Sega of America, Inc., 
Time Warner Entertainment 
and Tele-Communications, Inc. 
(TCI), will require a special 
tuner/decoder cartridge for the 
Sega Genesis, connected to 
the TV cable. Reportedly, 
games of up to 12 megabits 
can be downloaded from a 
menu of up to 100, and will 
play identically to their car- 
tridge versions. 


Test markets are in areas 
where Time Warner and TCI 
currently operate cable sys- 
tems; plans are for the premi- 
um channel to be available to 
all cable system operators by 
early 1994, priced in the range 
of most premium or pay-cable 
subscription services. 

“In the U.S., video games 
are a $6 billion industry that is 
currently untapped by the cable 
industry," said Stanley B. 
Thomas Jr., recently named 
president and CEO of the Sega 
Channel. “We see this as an 
opportunity to merge two rapid- 
ly growing areas of home enter- 
tainment.” 

Aero Swings To 
Genesis, SNES 

Aero the Acrobat will be 
leaping onto SNES and Gene- 
sis game players this fall, and 
Sunsoft promises "an unprece- 
dented 3-D effect that is life- 



Aero the Acrobat wil soon be 
flying with SNES and Genesis. 

like. ’’The company expects to 
make Aero their mascot. 

The game involves Aero's 
attempts to save the circus, 
while doing stunts like flips, fly- 
ing, riding, diving and being 
shot from a cannon. It’s big fun 
in the big top! 


Cubic Twist: 
Play the Box 

EG’s pick as the most 
innovative package at 
Chicago’s Summer CES is 
the puzzle-cube container 
for the MPC CD-ROM game 
Video Cube: Space, by Aris 
Entertainment. The 5.75” x 
5.75” box is in a 4 x 4- 
piece configuration that, 
once the CD is removed, 
can be turned and unfolded 
indefinitely in sever- 
al ways. It comple- 
ments the game’s 
animated cubes, 
which resemble 
illustrated Rubik’s 
Cubes tumbling 
through space. In 
these, when the 
sides are unscram- 
bled, it plays out 
one of 126 


Microsoft Video for Win- 
dows videos of the space 
effort or satellite views. 
Distributed by Electronic 
Arts, Space is the first of a 
planned series of Video 
Cube titles. EA is also han- 
dling Aris’ e-World series of 
interactive movies, begin- 
ning with Alternating Cur- 
rents, in which the player 
leads Billy Baxter through 
his life, meeting success or 
failure depending on the 
choices made. 
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Paramount 
Turns Interactive 

Here's yet another example 
of movie makers coming into 
the software biz. Paramount 
Communications, parent to 
Paramount Pictures, Para- 
mount Television and other 
entertainment divisions, 
formed a new unit, Paramount 
Interactive, to develop multime- 
dia products. The company will 



^paramount interactive 


have access to Paramount's 
library of entertainment prod- 
ucts and other publishing 
resources. 



Characters from the Richard 
Scarry books are now on PCs. 


The first product from the 
new software company is Busy- 
town, based on The Busy 
World of Richard Scarry. The 
child visits 12 playgrounds (the 
beach, a park, a deli, a gas 
station, etc), each with many 
activities, and 13 original 
songs. The game, developed 
by NovaTrade, will be available 
for DOS and MAC CD-ROM, and 
there will be a 3DO version 
later this year. 

Other works in progress are 
Star Trek: Deep Space Nine, 
Madison Square Garden, and 
Lenny’s Room (a children’s 
musical adventure.) 

White Men Can't 
Jump In Carts Either 

Trimark Interactive will bring 
White Men Can’t Jump, the film 
starring Woody Harrelson and 
Wesley Snipes as basketball- 


playing con artists, to the video 
game screen as the result of a 
license agreement with Twenti- 
eth Century Fox. Trimark Inter- 
active is a newly formed sub- 
sidiary of Trimark Holdings, 

Inc., which also operates Tri- 
mark Pictures and Trimark 
Television. 

Kelly Flock, Trimark Interac- 
tive’s executive vice president, 
said, "Most successful video 
games are licensed from the 
film industry. While we’re in 
active negotiation and produc- 
tion on several fronts, we are 
delighted that White Men 
Can’t Jump will be one of our 
first releases." 

Although rights were 
acquired for development of 
the film license on all plat- 
forms, Flock indicated, “Our 
stated goal for Trimark Interac- 
tive is to begin distributing 4-6 
games for the Sega Genesis 
and Super Nintendo consoles 
over the next 12 months.” 

Pad Preprogrammed 
With Multi-Moves 

STD Entertainment has 
taken another step toward 
automating game play. The SN 
ProgramPad by STD is pre-pro- 
grammed with 29 multi-combi- 
nation moves for Street Fight- 
er II and Fatal Fury on the 
SNES. It also uses codes that 
allow gamers using the same 
characters to fight each other. 
Players may program six moves 
for other games as well. 



The STD SN ProgramPad will 
allow players total control. 

Other features include auto- 
fire, variable slow motion and 
an LCD screen. A Genesis con- 
troller, the SG ProgramPad, is 
available, but not yet in a pre- 
programmed version. 


Bignet Goes 
To Extreme 

Bignet U.S.A., Inc., creator 
of Warrior of Rome and 
Heavy Nova (Genesis), 
Black Hole Assault (Sega 
CD) and some Game Gear 
titles, changed its name to 
Extreme Entertainment 
Group, Inc. Still a wholly- 
owned subsidiary of 
Micronet Co., Ltd., of 
Japan, Extreme intends to 
expand to other platforms, 
such as the SNES and 
3D0, under the leadership 
of video game veteran 
Denny Thorley. 

Upcoming titles include 
Battletech for the Genesis 
and Sega CD, Choplifter II 
and Riddick Bowe Boxing 
(SNES). 

IBM, EA 
Create Family 
Computer 

A 486SX computer pack- 
age with Super VGA color 
monitor, sound system and 
modem, pre-loaded with 
educational and other soft- 
ware for children, is offered 
by IBM’s EduQuest compa- 
ny, Electronic Arts’ 

EA*Kids division and 
Futurekids, the LA-based 
computer school chain. 
Described as a turn-key 
hardware, software and 
training solution, the 
EduQuest Forty Family 
Package is priced at 
$1,999. 

Mortal Kombat 
Fans Get The Pit 

Acclaim is publishing The 
Pit, a free newsletter on 
the development of Mortal 
Kombat prior to its release 
for the SNES, Genesis, 
Game Boy and Game Gear 
on "Mortal Monday” in 
September. 

Interested fans can get 
updates, character pro- 


files, answers to frequently 
asked questions, and 
opportunities to buy game- 
related merchandise by 
sending their name, add- 
ress, age and which hard- 
ware system they own to: 
The Pit, P.O. Box 9005, 
Oyster Bay, NY 11771. 

Kirby Sets NES 
MEG Record 

Balloon-shaped Kirby, intro- 
duced in Kirby's Dream 
Land for the Game Boy, 
moved to the 8-Bit NES in 
Kirby’s Adventure. At 6 
megabits, it is said to have 
the largest memory of any 
NES title, and up to three 
games can be saved with 
built-in battery backup. 



Epyx Games On 
FlightLink Planes 


Frequent flyers on USAir 
and Continental can soon 
play Epyx’ games Cascade, 
Stuff the Briefcase, Word 
Salad, Dominos or Solitaire 
thanks to an arrangement 
between Epyx and In-Flight 
Phone Corp. (IFPC). 

During the FlightLink in- 
air tests, the game selec- 
tion was limited to tic-tac- 
toe, a Star Wars type 
game, a version of reversi 
and some others, all on a 
monochrome LCD screen. 
Now FlightLink is being 
installed on 402 planes for 
USAir and 60 for Continen : 
tal Airlines, and VGA resolu- 
tion color screens will 
replace the LCD screens. 
Games are the second 
most popular activity on the 
FlightLink service, accord- 
ing to IFPC. Only actual 
phone communication 
beats them out. 
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EA Sports Signs 
Bill Walsh 

Bill Walsh, head coach for 
Stanford University Cardinals, 
is collaborating with EA Sports 
on Bill Walsh College Football 

for the Genesis. “Walsh's repu- 
tation and focus on teaching 
were important to us,” said 
Scott Orr, executive producer 
for EA Sports. “We want Col- 



Bill Walsh’s College Football 
fuels college gridiron action. 


lege Football and future EA 
Sports games to teach kids 
about sports as well as be a 
lot of fun to play.” 

Scheduled for an August 
release, the game is designed 
so that players will be able to 
study Walsh's strategies and 
apply them against 48 of the 
best college teams. 

Sega Games 
Age-Rated 

Sega of America is rating its 
new games in three classifica- 
tions: GA (general audiences), 
MA-13 for teens (mature audi- 
ences. parental discretion 


advised) and MA-17 for adults 
(not appropriate for minors). An 
executive advisory council will 
set ratings for each game 
based on three sets of criteria: 
1) the basic premise and rules 
of play, 2) graphical depictions 
of the characters and back- 
ground scenes, and 3) the 
audio content. CEO Tom 
Kalinske noted that as video 
games increase in popularity 
with adults as well as children, 
“video games are being devel- 
oped to appeal to different age 
groups. We are particularly con- 
cerned that parents buy games 
appropriate for their child’s 
age." 

Nintendo spokesmen report- 
edly denounced the move as 
an attempt to justify the mar- 
keting of increasingly violent 
games. Sega’s announcement 
coincided with a British ban of 
sales of Night Trap, which con- 
tains scenes of lifelike vio- 
lence, to children under 15. 

Broderbund Maps 
A New Route 

Broderbund Software will dis- 
tribute route-planning software 
created by British company 
NextBase Ltd., and its wholly- 
owned subsidiary, Automap 
Inc. of Bellevue, Wash. Under 
an affiliated label agreement, 
Broderbund will handle sales 
and distribution, while 
Automap will take care of tech- 
nical support and product 
design as well as publishing 
and marketing. Automap 
recently announced its third 


version of 
Automap 
Road Atlas 
for DOS, a 
route-plan- 
ning guide 
for North 
America 
including 
over 

120,000 

locations. 

Broderbund 
will initially distribute this and 
a Windows version, with a ver- 
sion for Macintosh due in the 
fall. 

Sierra Builds 
Prodigy Gate 

Prodigy Services Company, 
the family oriented on-line infor- 
mation sen/ice of IBM and 
Sears, and The Sierra Network 
(TSN), which provides interac- 
tive amusement on PCs and 
compatibles, signed an agree- 
ment to allow cross linking 
between the two operations. 

For an additional charge over 
their usual basic rates, Prodigy 
members will be able to direct- 
ly access a special version of 
TSN to play and interact with 
TSN members. As with TSN's 
recent association with AT&T, 
this will provide further re- 
sources for game development 
and other additional software 
to enhance the combined 
systems. 

Sega Supports 
Kid’s AIDS Concert 

Sega of America joined Los 
Angeles radio station KIIS-FM 
for a fund-raiser concert for the 
Pediatric AIDS Foundation that 
raised pledges of close to 
$150,000. The second annual 
“KIIS and Unite" concert 
starred Patty Smyth, Nineh 
Cherry and other “Top-40 
Superstars of ‘93,” joined by 
Sonic the Hedgehog, Rick Dees 
and Brian Austin Green of 
Beverly Hills 90210, among 
others. 

Auction items donated by top 
celebrities included a Fender 
guitar signed by members of 


U2, a silver lame stage cos- 
tume from Rod Stewart, a jer- 
sey signed by Wayne Gretzky 
and signed artwork for Michael 
Jackson’s Dangerous album. 

Toolworks Makes 
Amazing Deal 

Software Toolworks and 
Amazing Media have formed an 
alliance to create multimedia 
products. The first, Space 
Shuttle, will be ready in July. It 
lets the gamer train with astro- 
nauts then become a crew 
member in 50 or more 
missions. 

Oceans Below is an under- 
water exploration and treasure 
hunt that takes a scuba diver 
through the oceans of the 
world. 

The third product is Capitol 
Hill. It casts the gamer as a 
member of Congress, using 
video and still photography to 
give the experience of actually 
being in Washington DC. 

All products wil be available 
for DOS and Mac CD-ROM, and 
will also be produced for 3D0. 

Westwood Upgrades 
Kyrandia for CD 

Owners of Legend of Kyran- 
dia with a CD-ROM drive may 
upgrade the game to the CD 
version for $33.99 (includes 
S&H) and proof of purchase. 
Write to Virgin Games Cus- 
tomer Service, 18061 Fitch 
Ave., Irvine, CA 92714, and 
enclose your check and a pho- 
tocopy of the original receipt, 
box or disk with the request. 

The CD-ROM edition includes 
spoken dialog and multilingual 
subtitles (French, German or 
English) at the player’s option. 


3DO Players Introduced 



Unveiled at SCES, Panasonic FZ-1 REAL 3D0 Interactive 
Multiplayer (left) is the first product from Panasonic’s new 
Interactive Media Division. Sanyo Electric Co. Ltd., still in nego- 
tiations with The 3D0 Company at press time, showed a proto- 
type of the Sanyo 3D0 Interactive Multiplayer (right). 
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As if things weren’t ooky 
enough! Now Pugsley 
Addams must go on a 
simply torturous 
scavenger hunt. There’s 
all sorts of unnaturally 
delightful traps. And 
hidden switches all about, 
which produce the 
loveliest, blood-curdling 
effects when Pugsley runs 
into them. There’s even 
magic money which has 
an extra lively effect you 
won’t want to miss. So get 
ready to get spooky, and 
get set to get kooky... it’s 


Screen shots shown are from the 
Super NES version of the game. 


© 1992 H-B Production Co. All Rights 
Reserved. Based on the characters 
created by Charles Addams. TM 
designates a trademark of Paramount 
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Pictures. Game program © 1992 Ocean 


Ocean of America, Inc. 


Software Limited. Ocean is a registered 
trademark of Ocean Software Limited. 


1855 O'Toole Ave., Suite D-102 
San Jose, CA 95131 


GAME BOY 


Nintendo, Super Nintendo, Game Boy™ , 
and the official seal are registered 
trademarks of Nintendo of America. Inc. 






Mad Dog Rides 
Home Range 

Draw, hombre! Mad Dog 
McCree, the live-action arcade 
game, arrived on CD-ROM for 
PCs courtesy American Laser 
Games (ALG) and EduQuest, 
IBM's CD-ROM publishing arm. 
Introduced at SCES in Chicago, 
additional versions for Sega CD 
and 3DO are also slated for 
release this summer. 

ALG's plans for future 


motion picture action arcade 
titles for home CD-ROM sys- 
tems include Mad Dog II: the 
Lost Gold, the sequel: Space 
Pirates, outer space adven- 
ture: Gallagher’s Gallery, fea- 
turing the watermelon-smash- 
ing comedian: Who Shot 
Johnny Rock?, a gangster- 
detective game, and Crime 
Patrol, a law enforcement sim- 
ulation. 

SFII: the Movie 

Adding to their legendary 
conquests in arcades, vid 
game counters and merchan- 
dise shelves, the StreetFighter 
II team set its eyes on Holly- 
wood. StreetFighter II: The 
Movie is expected to be ready 
for viewing in the autumn of 
1994. 

Capcom Co., Ltd., and the 
Edward R. Pressman Film Corp. 
(Reversal of Fortune, Hoff a, 
Conan the Barbarian, Das 
Boot, etc.) will join forces with 
writer-director Steven de Souza 
( Die Hard and Die Hard 2. 
Commando, etc.) to tell a 


tough, action-filled story of 
SFII s 12 martial artists in a 
hostage rescue situation. 
Starring roles are expected to 
be filled by unknowns drawn 
from the martial arts field. 

Maxis Signs 
ScreenMagic 

Maxis signed its first affilia- 
tion agreement, with 
ScreenMagic, Inc., to distribute 
its initial entertainment title, 

scheduled for 
late summer 
release. 

“We are 
excited about 
the new part- 
nership with 
Screen- 
Magic,” said 
Jeff Braun, 
Maxis presi- 
dent, adding 
that "Screen- 
Magic’s phi- 
losophy is 
similar to 
Maxis' — to 
produce soft- 
ware that allows users to be 
creative and to have fun.” 

ScreenMagic’s first entertain- 
ment is Doodle-mation, a cre- 
ativity package that helps 
users draw and cartoon. 

Search for Stars In 
Return to Zork 

Activision's Return to Zork, 
the long awaited graphic 
sequel to the text adventure 
series, is said to be the first 



Remember Flood Control Dam 
#3? It’s back in glorious color! 


interactive adventure written, 
produced and performed by 
motion picture professionals. 


The cast includes such 
actors as Jason Hervey ( The 
Wonder Years), Robin Lively 
( Doogie Howser, Twin Peaks), 
and Sam Jones (Flash 
Gordon), in full motion video 
against computer-generated 
backgrounds. 

It is scheduled for release 
this fall as an Infocom title on 
several CD-ROM formats and 
other platforms. 

Play Freely With 
Mouseman Cordless 

Logitech's latest Mouseman 
is designed especially for addi- 
tional freedom of movement. 
The Mouseman Cordless is 
said to provide improved long- 
term comfort, accuracy and 
control. 



Users who get tired of tangles 
will enjoy a cordless mouse. 


The $149 set’s low-frequen- 
cy radio technology allows con- 
trol out of line-of-sight up to six 
feet away, while the software 
lets the user change button 
assignments and adjust cursor 
tracking, size and speed. 

Konami Builds 
U.S. R&D Center 

Konami is building a facility 
in Illinois, to be a site for 
development of products espe- 
cially slated for the American 
market. The Tokyo-based com- 
pany expects to have the new 
center up and running in spring 
of 1994, and in the words of 
Susumu Sakamoto, president 
of Konami America, “...devel- 
oping game titles that are on 
the cutting edge of technology 
and are perfectly suited to 
U.S. kids' gaming needs." 



Win Derby Prizes 
With Quarter Pole 

Horseplayers who track 
MicroLeague’s Quarter 
Pole, the thoroughbred rac- 
ing simulation, can win a 
thousand dollars worth of 
Kentucky Derby jackets, 
shirts and hats, just by 
sending in their warranty 





cards by Sept.l. Five first 
prizes, 15 second prizes 
and 25 third prizes, will be 
awarded. 

Quarter Pole lets gamers 
visit a track called Blue 
Rock Downs, not just to 
bet, but to see the stables, 
jockey lounge, even the 
commissioner’s office — or 
own a stable, buy, sell and 
race the horses, even 
design the jockey’s silks. 
Everything takes place from 
a first-person perspective, 
using MicroLeague’s 
StudioSystem technology. 

Ink Takes Pen 
To SimCity 

A special edition of 
Maxis’s SimCity has been 
developed for PenPoint 
mobile computers by Ink 
Development Corp. For 
release in late summer, the 
$69 adaptation lets the 
player use the computer 
pen to draw roads, train 
tracks and power lines or 
“tap” for residential areas 
and power plants, etc. 

Cities may be built from 
scratch, or the player may 
select one of eight pre-built 
cities and customize it with 
the included SimCity 
Terrain Editor and Graphics 
Sets. 
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EG Readers’ 
Popularity Poll 
July 1993 

These games were voted the 
readers' favorites in EG’s 
monthly poll. Duplicate num- 
bers represent ties. 

Favorite Video Games 

1. StarFox, Nintendo 

2. Super Mario Kail. Nintendo 

3. Street Fighter II. Capcom 

Favorite Computer Games 

1. Battle Chess, Interplay 

Favorite Multimedia Games 

1. Manhole, Activision 

1. Stellar 7, Dynamix 

1. Ys Quest, TTI 

1. Sega Classics, Sega 

1. Road Avenger, 

Favorite Coin-Op 

1. Mortal Kombat. Williams 

Duo Lands in 
Hobby Stores 

The CD-ROM based Duo 
video game system is now 
being sold in hobby stores 
nationwide through an arrange- 
ment between Turbo Tech- 
nologies. Inc. (TTI) and M.A.S. 
International Sales & Market- 
ing, its exclusive representa- 
tive to the Game Manu- 
facturers Association hobby 
trade. 

Originally called the Turbo 
Duo, the $299.99 system 
plays all of TTI’s cartridge. CD 
and SuperCD games and, with 
the recently introduced 
Intelligent Link, can be used as 
a CD-ROM drive for personal 
computers. 

Top Coin-Ops 
June 1993 

Figures courtesy of Replay 
Magazine, based on an earnings- 
opinion poll of operators. 

Best Upright Videos 

1. NBA Jam, Williams 

2. Mortal Kombat. Midway 

3. Lethal Enforcers, Konarni 

4. Super Chase, Taito 

5. Street fighter II CE. Capcom 


6. Fighter’s History, Data East 

7. Terminator 2, Midway 

8. Golden Axe II, Sega 

9. Final Lap 3, Namco 

10. Double Axle, Taito 

Best Deluxe Videos 

1. Virtua Racing, Sega 

2. Suzuka 8 Hours, Namco 

3. Stadium Cross, Sega 

4. Final Lap 2. Namco 

5. Race Drivin'. Atari 

6. X-Men, Konarni 

7. Galaxy Force, Sega 

8. Steel Talons, Atari 

9. Mad Dog II, ALG 

10. Moto Frenzy, Atari 

Best Coin-Op Software 

1. Street Fighter II C.E. Turbo. 
Capcom 

2. World Heroes 2. SNK 

3. Time Killers. Strata 

4. C.O.W./Moo Mesa. Konarni 

5. In The Hunt, Irem 

6. Warriors of Fate, Capcom 

7. Neck N’ Neck, Bundra 

8. 3 Count Bout. SNK 

9. Cadillacs & Dinos, Capcom 

10. Fatal Fuiy 2, SNK 

Best Pinball Machines 

1. Twilight Zone, Williams 

2. Addams Family, Midway 

3. Street Fighter II. 
Gottlieb/Premier 

4. Dracula. Williams 

5. White Water. Williams 

6. Creature/Lagoon, Midway 

7. Rocky/Bullwinkle, 

Data East 

8. Star Wars. Data East 

9. Terminator 2. Williams 

10. Fish Tales, Williams 

Top Selling Software 
May 1993 

The list of top-selling computer 
software was compiled by PC 
Research of Wash.. DC., based 
on units sold by ten retail chains, 
representing over 1300 stores. 

TOP MS-DOS Games 

1. X-Wing, Lucas Arts 

2. Alone in the Dark, 

Interplay 

3. Empire Deluxe. New World 

4. Space Quest V. Sierra 

5. Ultrabots. Nova Logic 

6. Wolfenstein 3-D/Spear of 
Destiny. Formgen 

7. Tony LaRussa Baseball II. 
SSI 


8. Comanche: Maximum 
Overkill. Nova Logic 

9. Ultima VI I. Origin 

10. Hardball III. Accolade 

Top CD-ROM Titles 

1. Compton's Encyclopedia 
Upgrade, Compton's 

2. MPC Wizard. Aris 

3. Street Atlas USA. Delorme 

4. Cinemania, Microsoft 

5. Battle Chess. Interplay 

6. Mantis. MicroProse 

7. World View. Aris 
Entertainment 

8. Secret Weapons of the 
Luftwaffe. LucasArts 

9. Key Cl i pinaster Pro, SoftKey 

10. Grolier’s Illustrated Ency 
clopedia. Software Toolworks 


Nintendo Stats 

Here's a record: Nintendo hit 
and passed sales of 750 mil- 
lion video game cartridges. In 
fact, the Big N has also sold 
100 million Mario games in 
the past ten years, when you 
total all the platforms. 

There are now 12.2 million 
GameBoys installed, and there 
will be 50 new GameBoy titles 
this year. 

Nintendo's StarFox shipped 
one million copies in March, 
and Nintendo says that over 
500,000 have already sold 
through. 

Nintendo says that they 
have sold 8.6 million SNES 
machines. 


Commodore to 
Enter 32-Bit Derby 

Though the details haven’t 
yet been announced, Elec- 
tronic Games has received 
confirmation that Commodore 
plans to announce a 32-Bit 
machine later this year. 

Company spokesmen 
wouldn’t comment on the 
specifics of the processor. 

Modem-to-Modem 
in Delphi 
Game Room 

Delphi opened the “Game 
Room,” an area that sup- 
ports games with direct 
modem play options. 
Members may use the 
on-line service’s basic 
rates to play Masque’s 
ChessNet, Micro- 
Prose’s Command HQ, 

New World Computing’s 
Empire Deluxe, QQP’s 
The Perfect General, 
and shareware prod- 
ucts. 


Ultima VII, Part 2: Serpent 
Isle. Treated as a first-person 
narrative, the $14.95 volume 
provides two independent 
walk-throughs — one for the 
player who just wants hints, 
the other providing specific 
details on the winning path. 

In addition, Balancing the 
Scales includes a back- 
ground of Serpent Isle history 
and philosophy, and informa- 
tion on its denizens, crea- 
tures and needed items. 

Homey Plays 
MS-DOS 

Capstone’s Homey D. 
Clown: The Computer Game 
With An Attitude features 




I don' t think 


Balance the Scales Homey making his way 


On Serpent Isle 

Origin Systems issued 
Balancing the Scales, a clue 
book for the company’s 


through New York City. 

The star of In Living Color 
must get through the sub- 
ways, face security guards, 
and eventually reach the stu- 
dios to audition for a show. 
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“...THE FASTEST PRODUCTION 
CAR IN THE WORLD...” 

-The Guinness Book of Records i 993 




Grab a buddy and jockey for the 

CHECKERED FLAG AS ‘TEAM JAGUAR”— 
INCREDIBLE SPLIT-SCREEN 2-PLAYER 
VIRTUAL-RACING ACTION AT 200+ MPH. 








After each race on the circuit, use 

YOUR EARNINGS TO MEND YOUR WOUNDS— 
FROM BODY REPAIRS TO A FRESH SET OF 
TREADS TO A NEW TRANSMISSION. 



jaguar: 

KaliliSs) 


Strap a saddle on 542 horses and ride 
this Silver Rocket to 2 1 3 mph. 


It’s the only road beast on the globe that 
CAN BE CALLED “FASTEST IN THE WORLD.” 

SO KEEP YOUR LOTUS, FERRARI AND PORSCHE 



IN THE GARAGE.. .JAGUAR XJ220 HAS ARRIVED. 


“The tracks are laden with hair 

RAISING HAIRPIN TURNS, KILLER 
CORKSCREWS AND STRAIGHTAWAYS 
SO FAST THE RED AND BLUE SAFETY 
TIRES SMEAR INTO PURPLE HAZE...” 

-Sega Visions 




Customize and save up to 16 of your 

VERY OWN TRACKS WITH TWISTS, TURNS, 
HAIRPINS, CHICANES AND BACKGROUNDS- 
LIKE TUNNELS, BRIDGES AND CROWDS. 


© 1 993 Core Design Limited. 

© 1 993 Victor Entertainment, Inc. 

Under License of Jaguar Cars Limited, U.K. 

LICENSED BY SEGA ENTERPRISES, LTD. 

FOR PLAY ON THE SEGA CD™ SYSTEM. 

SEGA, SEGA CD AND SEGA SEAL OF QUALITY 
ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. 
ALL RIGHTS RESERVED. 


JVC 

JVC MUSICAL INDUSTRIES. INC. 


3800 BARHAM BLVD., SUITE 305 
LOS ANGELES, CA 90068 


X 
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ALIEN 3 ON SNES! 

Destroy every egg-laying, chest-bursting, acid-spitting xenomorph on the planet 

with everything you’ve got... from a plasma rifle to a blow torch... or this nightmare will never end! 







g JjSIk. annum 


ALIEN3 TM & © 1993 Twentieth Century Fox Film Corporation. All rights reserved. Nintendo, Super Nintendo Entertainment System 

and the official seals are registered trademarks of Nintendo of America Inc. © 1991 Nintendo of America Inc. UN® is a registered trademark of LJN, Ltd. © 1993 UN, Ltd. All rights reserved. 




Top Video Games 

As of May 17, 1993 

The following figures are provid- 
ed courtesy of Babbages. 

Super NES 

1. StarFox. Nintendo 

2. Batman Returns, Konami 

3. Fatal Fury. Takara 

4. Street Fighter II, Capcom 

5. Tecmo NBA Basketball. 
Tecmo 

6. Super Mario Kart, Nintendo 

7. Super Star Wars. JVC 

8. Super Conflict, Vic Tokai 

9. Tiny Toon Adventures, 
Konami 

10. Cybernator, Konami 

Sega Genesis 

1. X-Men, Sega 

2. Bulls vs. Blazers, 

Electronic Arts 

3. Tony LaRussa Baseball, 
Electronic Arts 

4. RBI Baseball ‘93, Tengen 

5. Hardball III, Accolade 

6. Fatal Fury, Takara 

7. Flashback, US Gold 

8. Cool Spot. Sega 

9. Road Rash II, 

Electronic Arts 

10. PGA Tour Golf II, 

Electronic Arts 

Game Boy 

1. Super Mario Land 2, 
Nintendo 

2. Kirby's Dream Land, 
Nintendo 

3. Yoshi's Cookie, Nintendo 

4. Super Mario Land, Nintendo 

5. Tetris, Nintendo 

6. NBA All Star Challenge 2. 
LJN 


7. Yoshi, Nintendo 

8. Golf, Nintendo 

9. Tiny Toon Adventures, 
Konami 

10. Baseball. Nintendo 

NES 

1. Tecmo NBA Basketball, 
Tecmo 

2. Yoshi's Cookie. Nintendo 

3. Dragon Warrior IV. Enix 

4. Tiny Toon Adventures 2, 
Konami 

5. TMNT The Manhattan 
Project. Konami 

6. Super Mario Bros. 3, 
Nintendo 

7. Tecmo Super Bowl, Tecmo 

8. Dr. Mario, Nintendo 

9. Super Mario Bros. 2. 
Nintendo 

10. Tetris, Nintendo 

Sega Game Gear 

1. Sonic the Hedgehog 2, 
Sega 

2. Taz-Mania, Sega 

3. Streets of Rage, Sega 

4. Land of Illusion, Sega 

5. Outrun Europa, US Gold 

6. Vampire. Master of 
Darkness, Sega 

7. Prince of Persia, Tengen 

8. Defenders of the Oasis, 
Sega 

9. The Majors: Pro Baseball, 
Sega 

10. Arch Rivals, Flying Edge 

Sega CD 

1. Jaguar XJ220, JVC 

2. Road Avenger, Renovation 

3. Adventures of Willy 

Beamish. Sierra 

4. After Burner III, Sega 

5. Night Trap, Sega 


6. Sewer Shark, Sony 
Imagesoft 

7. Cobra Command. Sega 

8. Hook, Sony Imagesoft 

9. Black Hole Assault. Big Net 

10. Wonder Dog. JVC 

Sierra Network 
Adds NTN Games 

Interactive programming by 
NTN Communications will 
debut on The Sierra Network 
(TSN) this fall with over a 
dozen game shows and sports 
games. Included are trivia 
games like Showdown and 
Countdown and an NFL 
licensed football game called 
QB1. These are already famil 
iar to patrons of nearly 900 
hospitality operations in the 
U.S. and Canada that are 
linked to the NTN Entertain- 



Sierra offers challenging 
games for modem users. 


ment Network. In fact, the 
games will be the same ones, 
ported through TSN's graphic 
front end, and players are 
offered a competitve mode for 
more action. 



Super Off Road 
Player Wins Toyota 


Jolene Kudina, Norman, OK, 
won a 1993 Toyota 4 Runner 
in the Toys “R” Us Video 
Mania Sweepstakes. 

Tradewest arranged for the 
car to be given away as part of 
the company's promotion of 
the video game series, Ivan 
Stewart’s Super Offroad. 

Spectrum HoloByte 
Gets Bullet-Proof 

Spectrum Flolobyte Inc., who 
brought Tetris, Falcon and 
many other games to computer 
systems, acquired Bullet-Proof 
Software USA, the video game 
publisher that made Tetris, 
FaceBall 2000 and Yoshi's 
Cookie for Nintendo systems. 
Financial details were not 
revealed. 

The acquisition also estab- 
lished a link with Bullet Proof's 
former parent company. Bullet 
Proof Software Japan. Henk 
Rogers, Bullet-Proof founder 
and chairman, said, "Spectrum 
FloloByte and Bullet Proof have 
always shared resources. It's a 
pleasure to be on the same 
team, finally." 


Konami Quits 
Computers 

Konami closed its comput- 
er division to concentrate on 
video and multimedia games, 
and transferred distribution of 
all its computer game titles 
to GameTek. 

The Konami distribution 
agreement more than dou- 
bles Gametek’s PC games 
library with the addition of 2 
new and 25 current titles. 

The agreement "brings us 
into the top 10 entertainment 
PC publishers in the world," 


according to Gordon Walton, 
GameTek’s vice president of 
product development. 

Deer River Offers 
Vacations on CD 

There are hours of favorite 
vacation activities around the 
world available on Deep River 
Publishing’s Adventures CD- 
ROM for Microsoft Windows, 
that helps you go where you 
want to go, do what you want 
to do. 

The travel resource disc has 
45 minutes of video, 2500 full- 


color photos and over 2,000 
pages of text covering a wide 
range of experiences — like hik- 
ing in the Flimalayas, bicycling 
through France or shooting the 
rapids in a kayak. 

The material is cross-indexed 
for search by activity, location, 
time of year, tour group, diffi- 
culty, appropriateness for kids, 
or any combination of these 
factors. 

“There is a vacation for 
everybody in Adventures,” said 
Deep River president John B. 
Lincoln, “from the daring and 
diehard sports fanatic to the 
avid art collector to the serious 


gardener.” The disc retails 
for $79.95. 

Quick Fix 
For Indy 500 

Papyrus Design’s new BBS 
(phone 617-576-7472) has 
an upgrade available for 
download to users of 
Indianapolis 500: The 
Simulation. The upgrade fea- 
tures enhanced graphics and 
provides support to Sound- 
Blaster and compatible 
soundcards on 386 and 486 
computers. 
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Well, it’s hard to believe that half of 
the year is gone, and we are starting to 
look at games for the holiday season 
and beyond. The two biggest events of 
the year, the Summer CES in Chicago 
and the Tokyo Toy Show, have just come 
to an end. These shows are the corner- 
stones of the industry, and offer the 
forum for everyone to see the new prod- 
ucts for months to come. 

It seems that every year, something 
else seems to be happening between 
the Japanese and American markets. It 
appears that the gap in time between 
when a game is released in Japan to 
when it comes to the U.S. is ever closing 
in. Major companies like Nintendo and 
Sega are making an effort to bring Ameri- 
can gamers the newest games faster 
than ever before. 

With that in mind, lets take a look at 
some of the products that were promi- 
nent at the Tokyo Toy Show, and their 
anticipated U.S. arrivals. 

Portable Super Famicom? 

No, we aren’t talking about a new kind 
of bag to carry your machine over to a 
friend’s house. Behind closed doors, 
Bandai was showing a true portable 
Super Famicom system. Not a hand-held, 
this machine is closer in size to a PC 
Engine Duo, and opens like a clam shell. 

It has a full-color screen (four to five 
inches, diagonal) and one controller built- 
in. The cartridge slides into a slot on the 
inside of the top, to the right of the 
screen. 

This is not the first time a company 
has come up with a portable version of 
one of Nintendo’s machines. Thus far, 
every attempt to release a portable Fami- 
com or Super Famicom has been thwart- 
ed by the Big N. Bandai, however, may 
have just enough clout to pull it off. 

As of yet, specs and price have not yet 
been released on this monster machine, 
and there is no indication as to when it 
will be released either over in Japan or 
here in the States. Still, this is one great 
looking piece of equipment, and as soon 
as pictures and more information 
become available you will be sure to hear 
about it right here! 


Four, four, 4 games-in-one! 

One of the most interesting items at 
both the Tokyo Toy Show and the Sum- 
mer CES was Nintendo's decision to 
bring out a special 4-in-l Mario Cartridge 
for the Super Famicom (and SNES). 

In Japan they are calling this ultimate 
Mario Cart The Super Mario Collection. 
On it will be included all four of the 8-Bit 
Super Mario Brothers games. That’s 
right, I did say four! Avid gamers will 



Super Mario never looked so good as 
in the new Super Mario Collection. 


remember that the original Super Mario 
Brothers 2 was not released in the Unit- 
ed States. This game, which looks very 
much like the original Super Mario Broth- 
ers, was passed over since Nintendo felt 
that America didn’t want just more of the 
same. Instead they revamped a game 
called Dream Land and released that in 
the U.S. as Super Mario Brothers 2. 

That game was left unreleased in Japan 
until last year, when Nintendo introduced 
it as Super Mario U.S.A. In Japan, the 
game will include Super Marios 
1, 2, & 3, as well as Super Mario U.S.A. 
In the United States, the game will be 
called Super Mario All Stars and will 
refer to the old games as Super Marios 
1, 2, & 3, and “Super Mario Brothers: 
The Lost Levels. If all of this sounds a 
little confusing, don’t despair. Both ver- 
sions will feature identical games and 
game play, and the U.S. version will be 
released in August, only one month after 
the Japanese. 

And for everyone wondering why they 
should be interested in these versions of 


the Super Mario games, Nintendo has 
enclosed enough new bells and whistles 
to make this the value package of the 
year. 

Aside from getting a game that has 
never been released in this country, play- 
ers will be treated to an upgrade of all 
the older games. The graphics have been 
improved to true 16-Bit style, and the 
sounds have been redone as well. Also 
new to this cart is the ability to save your 
place in any of the Super Mario Games. 
There are three slots for each of the four 
games, making a total of twelve. This 
means that players do not have to play 
all the way through a game to beat it. It 
will also encourage people to explore 
more, rather than just warping to the 
end. 

Let’s hope that Nintendo does well 
with this game, and considers revamping 
some more games in their library. It 
would be great to play 16-Bit versions of 
the original Zelda games or Metroid. 

Final Fight 2, #1. 

Final Fight 2 has been released in 
Japan, and shot straight up the charts to 
the number one position. The 10 Meg 
game picks up where the arcade and pre- 
vious SNES versions left off. The new 
Final Fight is an original effort, and right 
now there is no news as to whether or 
not it will be released as an arcade title. 

The Japanese version of the game is 
different from the American one. The 
female enemies are removed and some 
of the boss attacks are changed. 



Mary is just one of the enemies you 
won’t find in the American version. 
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Castlevania Part ? 

Konami, in the spirit of spreading the 
wealth around, will be introducing a ver- 
sion of Castlevania for the PC Engine. 
While there is not a lot to report at this 
time about the cool-looking CD-ROM ver- 
sion of the mega-popular series, it is 
obvious that a lot of time and care went 
into making this version something spe- 
cial. When asked if this game would be 
coming out in the United States, TTI 
responded that it "was not on their 
schedule at this time.” We hope that TTI 
can bring games like this out as it would 
be a boost to their ailing system sales. 



The PC Engine version of Castlevania 
features some huge Boss characters. 


Y’s on down the road. 

The very popular Y's series (pro- 
nounced "ease”) is preparing for its 
fourth incarnation. Titled Y’s IV: The 
Dawn of Y’s, the game looks much clos- 
er to the first two games in the series. 
Play will be from a top-down perspective, 
rather than the side-scrolling action style 
of the third Y’s game. 

The first system Y’s IV will be released 
on is the PC Engine CD-ROM, but given 
the popularity of the series, it will be 
sure to be ported over to other systems 
shortly thereafter. Right now there is still 
no word of an American release, or even 
which companies may be considering the 
license. 



Adol is back for more adventure in Y’s 
IV: The Dawn of Y’s, coming in the Fall. 


We are the Champions... 

Or, to be more precise, the Champion 
Editions. Street Fighter 2 mania is still 
in full swing, both here and in Japan. 
Capcom is finally breaking down the bar- 
riers and releasing the game for all major 
systems. A couple of months back we 
reported in A Look to the East the deci- 
sion to make a Street Fighter 2: Cham- 
pion Edition for the PC Engine. This 
unprecedented 20-Meg chip sets new 
standards of quality on the PC Engine. 

There has also been a lot of talk about 
the SF2CE for the Genesis/Mega Drive, 
and most recently, the Street Fighter 2: 
Turbo Champion Edition for the Super 
Famicom. 

Well, it seems that neither the confu- 
sion nor the excitement end here. Now 
Capcom has changed the Genesis/Mega 


Drive version! Originally reported as a 
16-Meg cart, the new version is a whop- 
ping 24-Meg. Renamed Street Fighter 2: 
Special Champion Edition, this one will 
include all of the moves from the Turbo 
edition going to the Super Fami, but also 
some super secret enhancements that 
Capcom says they will fill us in on later. 

Capcom is definitely bringing both the 
new SNES and Genesis versions to the 
States, but it is not yet certain whether 
or not TTI will get permission to bring 
their version over for the DUO. Given the 
success of the game, one would think 
that the announcement of the release 
will be forthcoming. 

Between all of the games to be 
released, and the additional spin-offs 
(including the movie), it looks like the 
Street Fighter 2 craze will be around for a 
while longer. 
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Dinosaur teeth varied in size 
and shape depending on what the 
dinosaur ate. Herbivores had round, 
dull teeth for chewing plants. 
Carnivores had sharp, pointed 
teeth for chewing Herbivores. 

Be careful. To them, you're 
just a snack. 


YOU CAN BE THE VELOCIRAPTOR. 


Only on Jurassic Park™ from Sega™ can you play the 
dinosaur as you attempt to escape the armed 
_ guards of Jurassic Park. 


The movie 
brings them to life. 
The game invites 
you to join in. 


At the end of ▼ their powerful legs 
and muscular arms, many dinosaurs 
were equipped with razor-sharp 
claws. Ours are no different. 
And no less dangerous. 


Try not to end up here. The powerful jaws of 
the meat-eater Tyrannosaurus rex. They 
\ , had pointed, six-inch-long teeth 
L \ i f and really bad breath. 

Mil: / Keep out. 


The reptiles that could fly, 
the Pterosaurs. They ruled the sky 
while the dinosaurs ruled the Earth. 
Be careful as you move through 
Jurassic Park. You never know 
when one might drop in. 


A typical walk in the park 130 million 
years ago would have looked like this. 
Ferns, cycads, and other plants were every- 
where. Just like the jungle of our game. 


FACE TO FACE ^ 

ON SEVEN DIFFERENT 


LEVELS. Work your wav through the v V >5 

Visitors Center, Pump Station, River, Volcano, 
Canyon, Power Station, and Jungles of Jurassic Park. 


At one time, all the continents 
were grouped together forming one 
supercontinent called Pangaea. This 
may explain why dinosaur fossils 
have been found in so many differ- 
ent places around the world. 


It's still unknown why the 
dinosaurs disappeared. One 
theory suggests that a huge 
asteroid struck the Earth 
sending dust into the sky 
and blocking out the Sun. 

Or maybe they died of 
boredom; there were no 
video games back then. 

What do you think? 


TM & ©1992 Universal City Studios. Inc. Amblin Entertainment, Inc. Licensed by MCA/Universal Merchandising, Inc. Sega, Genesis. Game Gear, Sega CD, D.P.A. and Welcome To The Next Level are trademarks of SEGA. ©1993 SEGA. All rights reserved. 
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Just like in the 
movie. A dino- 


Over the years, humans have developed large, 
intelligent brains. We can think like no other species 
ever has. For years, it was thought that dinosaurs 
were dumb, pea-brained creatures. That may be wrong. 
We've learned recently that they actually migrated 
to different areas and even cared for their young. 
Are they smart enough to beat you in 
Jurassic Park from Sega? 


Pea-sized 
brain? 
Maybe. 
Maybe not. 


Identifying 
fossils is difficult 
and time consuming. 

Finding a game in the store is 

too. For your reference, this is the game 

box to look for: Jurassic Park from Sega. 


saur is a cunning 
and ferocious ad- 
versary. Remember, 
if you can't beat 
them, join them. 
In Jurassic Park 
from Sega, you 
can play the 
dinosaur. 


SPEECH 


THEY GET SMARTER AS YOU GET BETTER. 

Jurassic Park from Sega was designed to include D.RA'.“ 
(Dynamic Play Adjustment.) So as your game skills get 
sharper, the dinosaurs become harder to outsmart. 


Coming Soon To Game Gear™ And Sega CD™ 


Photo credits: ©1993 Louis Psihoyos/Matrix International, Inc.; Royal Tyrrell Museum/ Alberta Community Development; California Academy of Sciences. Special Thanks To: Mark Goodwin, UC Museum of Paleontology. 
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Dr. Robert T. Bakker is a real 
paleontologist. He helped us design 
Jurassic Park for Sega. 


This is Amber. The fossilized resin 
(sap) of an ancient tree. Have 
you got something you want to 
preserve for 65 million years? 

This is the way to do it. 

Imagine: You're walking 
through the jungle 130 million 
years ago. Be sure you don't 
step in this. It's a fossilized dino- 
saur dropping. Today, they can 
help scientists reveal clues to 
a dinosaur's diet and nutrition. 
(You'll be glad to know, we've 
left these little land mines 
out of our Jurassic Park. ) 


YOU CAN BE DR. GRANT. You can choose to 
play Dr. Grant as he tries to escape the dinosaurs 


stone and ancient impressions in rocfe F 


and treacherous , jungles of Jurassic Park. 




lately 


more and more of them are being 


toe discover eaC 


:V)' 


0.000 YEARS 
HIS GAME. 


Unlike real paleon- 
tologists, Dr. Grant 
uses tranquilizer darts, 
a stun-gun, flash gre- 
nades, gas grenades, 


super darts and 
dinosaur bait. 


This is the team that designed 
and created Jurassic Park from 
Sega. Their task was to produce 
the best looking, most exciting 
dinosaur game possible. Nice job. 






INSERT 
COIN HERE 


Summer Stock 

by Jay Carter 

In the world of the performing arts, 
specifically the theater, summer stock at 
regional playhouses has always tended 
to be not only a great proving ground for 
up-and-coming talent, but also a stage 
for celebrities who never leave the lime- 
light. Well, such is also the case for coin- 
operated amusement equipment where 
beachside locations and resort areas 
suddenly get an infusion of the latest 
games for vacationers. 

From the New Jersey Shore in the East 
to the West Coast's Santa Monica Pier, 
every game room is stocked. And 
whether it’s a new company hoping to 
strike it big with a new introduction or a 
major manufacturer continuing a string of 
hits, this summer has a lot to offer all 
intrepid game players. 

Leading off this month’s highlighted 
games is Konami, where design teams 
must be working around the clock given 
the multiple titles that have recently 
been released. Wild West Cowboys of 
Moo Mesa takes the heroes and villains 
of Cowtown from the Saturday morning 
TV screen and brings them into the game 
room because Lily Cow has to be res- 
cued from the clutches (hooves?) of the 
Masked Bull. 

It’s up to Marshall Moo Montana, the 
Dakota Dude and the Cowlorado Kid to 
right the wrongs and also defeat Mayor 
Bulloney and his cousin Sheriff Terrorbull 
in action that will find you shooting it out 
in such locales as the infamous Skull 
Mountain and an anything but deserted 
ghost town. 

Using an eight-way joystick and two 
control buttons for shooting or jumping, 
there are numerous backdrops to travel 
through and a never ending stream of 
sight-gags and subtle touches that make 
this an udderly refreshing change of pace 
from more conventional action/adventure 
games. 

However, if your taste in game play 
isn’t bovine-inclined, Konami has another 



devastation, but has also gone 
and kidnapped a friend of the 
good guys. 

And who are the good guys? 
Well, they’re an eclectic bunch 
of ninja warriors including 
Spyros from the United King- 
dom, Xojiro and 
Xeima from 
Japan, the 


fight- 
ing 

game ready 
to be released for the 
arcades. It is entitled Mystic 
Warriors-Wrath of the Ninjas, 

with the same type of control 
panel and a world that is once 
again on the verge of Armageddon. It 
seems that Mr. Otomi’s evil robotic ninja 
army, known as Skull, is not just out for 


U.S.'s 

own Brad, and 
Yuri who hails from 
Hong Kong. All have their own 
special techniques and attack methods 
as you make your way through nine dif- 
ferent stages of play that will take you 
from the streets of New York to a trip 
along a river and down ski slopes on 
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your quest to take on the powerful 
Hasega wa, the chairman of the board of 
Skull, Inc., and then, finally, the ultimate 
mega-battle against Otomi himself. 

If the heat of summer days has you 
looking for video that’s more aquatic 
where you can really make some waves, 
get In the Hunt from Irem and take con- 
trol of a sub that is anything but sub- 
standard. 

In fact, in this one- or two-player side- 
scrolling adventure you'll be able to blast 
your way through a dazzling marine uni- 
verse of over-sized, colorful adversaries 
that are just waiting to take the punish- 
ment of your torpedoes, missiles, mines 
and machine guns. 

There are six stages of play to contend 
with and you’ll control your submarine 
and firepower via an eight-way joystick 
and two action buttons that can launch a 
forward torpedo attack or an upward 
/downward barrage to destroy enemies 
lurking in the depths of the sea or flying 
overhead. You’ll also discover that 
power-ups are important additions to 
your arsenal with three different varieties 
to be on the lookout for. 

With the impending release of Street 
Fighter 3 taking much of the spotlight, 
as well as the ongoing rumors of Midway 
readying a sequel to Mortal Kombat, 
fighting games continue to dominate the 
attention of most players. And Kaneko, 
probably better known for their Chester 
Cheetah home game effort, is hoping to 
capture some of the coin-op action with 
Shogun Warriors. 

A multiple character martial arts cre- 
ation with controls provided through joy- 
stick and action buttons, this competi- 
tion features the likes of Sabu and his 
flying fury, Suma, Samurai, Geisya and 
the bloody crane, Kappa’s turtle spin 
crush and Kabuki. It’s the familiar 
premise for head-to-head play and should 
help fill the void if you’re waiting to check 
out the next editions of SF and MK. 

On another front, World Cup fever 
hasn’t really hit the United States yet, 


but it’s coming for 
next summer and 
the hope by many 
is that this forum 
will finally provide 
soccer the type of 
notoriety here it 
already enjoys 
around therest of 
the globe. In the 
world of coin-op, 
soccer has long 
been a staple 
attraction that 
tends to reemerge 
on an annual 
basis. This time it’s no different with two 
renditions to choose from. 

Adding to their ever increasing library 
of solid titles for the Neo»Geo system, 
SNK has served up Super Sidekicks 
which shouldn’t be confused with the 
early summer Chuck Norris film. Here the 
challenge is for one or two players to 
compete for the World Championship of 
soccer in a full scrolling (primarily top- 
down side view) game where once you’ve 
selected from twelve different nations 
it’s on to the glory. 

What’s interesting about this effort is 
that you have two different game modes 
highlighted by an SNK Cup that consists 
of five warm-up games that will lead you 
into two final tournament contests as 
well as head-to-head championship play. 
In addition, Super Sidekicks provides a 
touch of greater realism with field condi- 
tions that might have you playing in the 
rain or under the stadium lights. Besides 
your joystick, your two action buttons 
control long kicks, shooting and sliding 
along with blocking, passing and tackling 
an opposing player. 

With some great cut-away action and 
pop-up windows that neatly complement 
the side-scrolling action, Taito's Hat 
Trick Hero ’93 is a one- to four-player 
soccer simulation that really captures 
much of the strategy and precision 
shooting and passing of the real sport. 



Wrath of the Ninjas features characters 
that perform extremely powerful moves. 


There are any number of special tech- 
niques to perfect via your joystick and 
three action buttons whether you’re 
attempting a super dash, screw spin kick 
or a death-defying save in the goal. 

From the worldwide phenomenon of 
soccer, there is yet another activity that 
has international popularity as proven by 
the hundreds of players who came to Mil- 
waukee from as far away as Japan, Aus- 
tralia, France, Hungary and Holland to 
compete in the 3rd Annual International 
Flipper Pinball Association World Champi- 
onships. 

Over the May 21st weekend, heated 
competition for doubles, mixed doubles 
and singles went almost non-stop until 



Fight in many battles in your undying 
quest to defeat the evil power of SKULL. 

Rick Stetta from Sunnyvale, Calif., 
walked away with the crown as the 
world’s best pinball player. The event 
also provided the official unveiling of the 
first licensed product for one of the sum- 
mer’s biggest box office hits — Jurassic 
Park. From the Michael Crichton best 
seller to Spielberg’s epic special effects 
adventure, Data East brings dinosaurs to 
life on a pinball with their creative adap- 
tation of Jurassic Park. 

A multi-mode pinball machine that will 
have you shooting for raptors, spitters 
and mosquitoes, Jurassic Park features 
a T-Rex on the playfield that can swallow 
a ball along with a special Chaos mode 
that throws players headfirst into some 
frenetic six-ball action. Also at hand for 
these world-class pinball players was the 
special appearance of Tee’d Off from 
Premier Technology, a zany golf theme 
layout that offers volcanos, coconut 
bonuses, a spinning gopher wheel and 
more twists and turns than anyone wait- 
ing to yell “fore!" Better practice those 
short putts! 

We’ll have even more on these two 
new pinballs next time around, along 
with the other latest and greatest coin-op 
attractions. But, as summer continues to 
count down to its eventual conclusion, 
as always, keep playing and have fun! 


Electronic Games 27 






YOUR 

BABE? 


<you control the archers, you control the magicians, you control 
different characters at a time, you control how long it takes to reach the epic, 
you control your purchasing decisions, you control your destiny, you control 






mm 

genesis. 


Jour Brain. 


your glory. 


e fighters, you control the centaurs, you control the strategy, you control up to twelve 
ittle. you control 12 megs of power, you control our company, you control our engineers. 
<ur tv. you control the eyes that just finished reading this. 










Question Quest! 

Before we get started with this issue’s 
Game Doctor column, I want to again 
thank all those ambitious and aspiring 
artists out there who've sent us their Qs 
in decorated envelopes, i also wanted to 
point out that any artist who does not 
wish to see their full return address print- 
ed as part of the envelope should either 
write it on the back of the envelope, or 
else inform us in the letter itself. We’ll 
be happy to eliminate the personal info. 

Now, before letter bombs begin to 
arrive, I want to amend, or at least 
expand, on my comments regarding 
Street Fighter II to Matt Hester of 
Lafayette, IN. And what better way to 
approach the subject than through a 
SFII-related question? 

Q: Everywhere I go, Street Fighter II 

on the SNES always seems to be sold 
out. Do you have any idea how many 
copies have been sold? 

Aaron McClellan 
Lancaster, TX 

A: According to Capcom, slightly over 
two million copies of the SNES version of 
SFII have been sold in the United States. 
Worldwide sales should at least double 
that number, and with new conversions 
of SFII: Turbo Champion Edition about to 
appear, we could see a duplication of the 
SNES edition 's success. It certainly 
seems as if SFII is destined to be the 
best-selling game of the 16-Bit era. 

I'd also like to say that I don't believe I 
was completely fair to the game in my 
remarks last issue, when I said that I 
didn’t believe it was as innovative and 
remarkable as past arcade-derived mega- 
hits such as Pong, Space Invaders, and 
Pac Man. The various configurations of 
SFII are actually role-playing action 
games, with players becoming complete- 
ly immersed in utilizing the particular 
combat skills of each fighter. As a result, 
the fighters in the SFII games become 
real characters, like the professional 
wrestlers in the WWF titles from Acclaim 


CRME 

DOCTOR 


/UN/Flying Edge (especially Royal Rum- 
ble on the SNES). This type of experi- 
ence is seldom available to gamers and 
rarely executed as skillfully as in the SFII 
games. Okay, folks? We friends again? 

Q: I am writing this in reference to a 
letter from Adam Aiello in your April ‘93 
EG column. Referring to the Super-FX 
chip, Adam asks: "Why doesn’t Nintendo 
get it right the first time, instead of mak- 
ing all their fixes after the system's re- 
leased?’’ Nintendo did get it right the 
first time. I believe the SFX chip was not, 
as you called it, “an after-the-fact fix." 

I think that piece of technology was 
intentionally withheld from the SNES, but 
not as a cost cutting measure, as some 
would believe, because it only added $5- 
$10 (depending on the retailer) to Star- 
Fox. If one SNES owner buys three SFX 
games, that’s three times the profit on 
that chip, instead of a one-time sale if 
Nintendo had included it as part of the 
SNES hardware. 

It’s important to remember that the 
SNES was not a spur-of-the-moment 
product. Nintendo is well aware of its 
shortcomings and the money to be made 
by selling its licensees and, ultimately, 
the public, its specialty upgrade chips. 
After all, the money is in selling the soft- 
ware, not the hardware. 

Steve Ouderkirk 
Ontario, Canada 

A: Good golly, Steve, what a cynical 
(albeit intelligent) analysis! 

I, myself, would be reluctant to draw 
the same conclusion, but you make sev- 
eral excellent arguments. And either way, 
Nintendo doesn 't come out looking too 
good. 

Yes, it's true that Nintendo had plenty 
of time to produce its 16-Bit machine, 
but if it held out on the hardware in order 
to sell more software, things haven 't 
exactly worked out that way. There were 
clearly many buyers in pre-SNES America 
who had not yet purchased a Genesis 
because they were waiting to see what 


Nintendo had to offer, given its multi-year 
delay in entering the 16-Bit sweep- 
stakes. And, in fact, the initial reaction 
of the American public to the SNES, and 
the Super Mario World cartridge that 
came enclosed with it, was disappoint- 
ment, and the perception that the SNES 
was merely a glorified 8-Bit system. Let’s 
face it: if it hadn 't been for SFII (there's 
that name again!), Sega would probably 
have attained dominance, rather than 
parity, in the 16-Bit universe by now. 

There’s no question that there’s more 
money to be made in software than hard- 
ware, and Nintendo has always been 
aware that this is the kind of business 
where you virtually give away the razor in 
order to sell the blades. But how do you 
account for the fact that Nintendo is 
keeping this SFX technology to itself for 
the present? If selling chips is where the 
profits are, why not sell them to any third 
party publishers who want them? Or do 
you have an even more cynical explana- 
tion? I’d love to hear it, Steve... 

Q: I read in a Japanese magazine that 
HudsonSoft is making a 32-bit game 
machine. It is supposedly compatible 
with Turbo Duo/PC Duo games and also 
has a slot for 32-Bit carts. It was 
unveiled at the ‘92 Winter Games Show 
in Tokyo. My question is: when will this 
machine reach the U.S. and how much 
will it cost? 

Juil Sohng 
Tenafly, NJ 

A: While the breadboard for a 32-Bit 
system from HudsonSoft (half-partners, 
along with NEC, in the Duo line) has 
been seen at Japanese trade shows, a 
date for its release had yet to be an- 
nounced at press time. Since the system 
hasn’t even gotten a release date or 
price point in Japan, it's way too soon to 
speculate on its arrival here in the 
States. Perhaps the Summer CES will 
produce some further information on this 
system (in which case see the CES 
report elsewhere in this issue). 
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Q: Gentlemen, I just read Daniel Haff- 
ner’s letter knocking the Game Genie in 
the March ‘93 EG. Unfortunately, Game 
Genies and similar devices are a neces- 
sary evil due to long and difficult games 
that lack level selects (passcodes). So 
many new carts have tons of levels, but 
no way to access them individually. Be- 
cause I don't like to play games ten 
hours straight (as Mr. Haffner claims he 
does), I am unable to reach the end of a 
game in one sitting, if at all. Take, for 
example, Chakan, Death Valley Rally, 
and Super Star Wars. They are all pro- 
grammed so that the only way to get to 
the end is to play the game straight 
through. This would be similar to playing 
Prince of Persia, without passcodes, in 
one sitting. 

If I finish the first ten levels of a cer- 
tain game, why do I have to keep repeat- 
ing them over and over to get to the next 
ten levels? Game programmers leave out 
passcodes and level menus because 
they assume everyone is going to cheat. 
However, since we are spending our 
hard-earned money on these games, we 
should be given the benefit of the doubt. 
Personally, I am tired of being treated 
like a child. 

To sum it up, every cart should have a 
level menu, battery backup, or pass- 
codes. 

Mr. Joseph Orlando 
c/o The Heffner Agency 
Garden City So., NY 

A: Well said, Joseph. I certainly agree 
that every progressive game of the type 
you mention should have level menus, 
passcodes, or whatever else is required. 

I disagree, however, that programmers 
leave those components out because 
they presume the players will provide 
them. Rather, I think it’s the fear that the 
game will be “used up” too quickly, and 
will be dismissed after a rental or two 
rather than purchased for ongoing play. 
The games you mentioned, however, are 
all worth owning because they are worth 
replaying; one doesn 't necessarily play 
Super Star Wars to get to the end. If a 
game is good, it will be played again and 
again, no matter how many times the 
gamer completes it. In fact, the only 
thing likely to discourage long-term play 
is forcing the player to advance through 
levels they’ve already mastered over and 
over. 

Q: With Sega introducing the Mega-LD 
pack for Pioneer’s Laser Active machine, 
will that mean we will never see the Giga 
Drive? Is the Mega-LD taking the place of 
that, or will Sega bring out the Giga Drive 


too? Also, the 3D0 machine is supposed 
to have such good software FMV that it 
will supposedly take the place of both 
video games and VCRs, right? How can it 
do this if it will be using 5” compact 
discs? 

B. Richardson 
Auburn, NY 

A: At this time, Sega of America has 
no plans to bring the Giga Drive to the 
U.S., regardless of the existence of the 
Pioneer system. While even overseas 
plans have not yet been announced, the 
Giga Drive seems to be aimed squarely 
at Japan and other markets where Mega 
Drive/Genesis sales are slowing down. 
Releasing a 32-Bit system in the United 
States at this point would hopelessly 
confuse the market, draw negative con- 
sumer feedback, and probably derail 
Sega's current Genesis and Sega CD 
sales. 

Also, don 't expect the 3DO to replace 
your VCR just yet. While the MPEG com- 
pression standard looks good, it will take 
some time to see how the public will 
react, and accept yet another form of 
entertainment media. 

Q: I have a couple of questions about 
gaming devices from the early 1980s. 
What was the CVC Gameline, exactly? 
From my understanding of it through an 
old magazine ad, it was a modem-type 
device that allowed Atari 2600 owners to 
play video games through the phone 
lines. 

Also, what happened to all those per- 
sonal computer/keyboard modules for 
the Atari 2600 that Atari, Entex, and 
SpectraVideo were planning to release? 

Vic Twenty George 
Westfield, MA 

A: You’ve pretty much got the picture 
on the Gameline, Vic. It actually got off 
the ground and ran for a while before 
questionable business practices led to 
its demise. Basically, it was a 2600 
modem that permitted games to be 
downloaded on a pay-per-play basis. I 
believe this company, under new owner- 
ship, eventually evolved into Quantum 
Link, the most popular on-line service for 
the C64. 

As for those ridiculous keyboard peri- 
pherals for the 2600, they all went down 
in flames during the great Shakeout of 
‘84. I seem to recall that these key- 
boards were all unveiled at the same 
CES, along with Atari's headband con- 
troller — a device that supposedly allowed 
gamers to control on-screen movement 
with their minds, but which was actually 


a superb headache construction kit. 

Also, Vic, thanks for the fascinating 
pro-Game Genie comments. Vic brings up 
the point that the Genie can also be 
used to make games more difficult, 
which would make it ideal for those gun- 
slingers whose “conquered” games are 
collecting dust in the closet or are head- 
ed for the next garage sale. 

Q&A Quickies: To the many readers 
curious about the nature of Game Doctor 
Prize Packets, they are collections of but- 
tons, posters, t-shirts, key chains, and 
other interesting paraphernalia game 
companies send the Doc or he acquires 
at trade shows. Some especially nice 
folks at companies like Virgin have even 
taken to sending us extra goodies just 
for the prize packs. In other words, don’t 
expect to win a game system or a trip to 
Sega of Japan or anything like that; but 
we’ve never had anyone return a Prize 
Packet... Bryan Bruner of Memphis, TN, 
wonders whatever happened to Atari’s 
Swordquest contest? The competition, 
as old-timers may recall, was to involve 
four 2600 titles: Fireworld, Earthworld, 
Airworld and (you guessed it!) Water- 
world, with the prize being a beautiful, 
jewel-encrusted sword. The first two 
games, unfortunately, were actually 
released, to the appalled gasps of 
gamers everywhere, and, along with such 
stirring turkeys as Pac Man, E.T., and 
Raiders of the Lost Ark, helped sink the 
2600. As for the sword itself, while I 
don't believe it was ever actually award- 
ed, I understand it was put to good use 
as several top Atari executives were per- 
suaded to fall on it... Matt Hopkins, 
meanwhile, of Magnolia, NJ, accuses the 
Doc of being Sushi-X. Sorry, Matt, the 
Doc isn’t Sushi, or Quartermann, or Big 
Van Vader, or Arnie Katz, or anybody 
but... The Game Doctor. I’ve been in 
practice for a dozen years now under 
that name and it’s the only other identity 
I have... Thanks to Robert Smith of 
Upland, CA for sending a sample of his 
programming prowess on disk... Finally, 
to John Montaluan of Elmhurst, NJ, 
check out EG #7 (April, ‘93) for details 
on the forthcoming SNES CD drive... 

All of which takes us around the bend 
(where we spend as much time as possi- 
ble) and off into the sunset for another 
month. We’ll be back next issue with lots 
of post-CES info. Meanwhile, send those 
questions, commentary, and corrections 
to the one, the only... 

The Game Doctor (EG) 

330 S. Decatur, Suite 152 

Las Vegas, NV 89107 

Aloha. 
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Thirty Years of Fanzines 

by Arnie Katz 

I occasionally get letters from enthusi- 
astic electronic gaming fans that attempt 
to explain the mystery of fanzines to me. 
Evidently, some readers are still under 
the misapprehension that I’m just a Vile 
Pro who earns a few extra bucks for this 
column every month. 

Though it's true that I earn my living as 
a writer, this column doesn't put even 
one additional dollar in my wallet. I do it 
because I believe in fanzines. 

And I believe in fanzines because 
they've played such a pivotal role in my 
own life. This year marks the 30th anni- 
versary of my first fanzine. 

Cursed #1 was a wretched 10-pager 
about fantasy and science fiction. Sever- 
al hundred more zines, all of them much 
more entertaining, have followed. I've 
made many friends through fanzines, 
including Joyce Worley and Bill Kunkel. 

I still publish fanzines even though 
magazines are my career. If editing Elec- 
tronic Games is like taking center stage 
in a big concert hall, then a fanzine is 
more similar to entertaining friends in my 
home. These are different experiences, 
and I don't want to miss either type. 

Some say I go easier on first issues. 

To a limited extent, that's truth. I can't 
forget that even though my co-editor Len 
Bailes also became a writer in the inter- 
vening years, our first fanzine was a lot 
worse than most debuts sent here for 
review. I think it's important to allow for 
neofannish errors, but I expect a fanzine 
to improve in subsequent issues. 

My fanpublishing hobby also shapes 
my attitudes toward the relationship 
between prozines and fanzines. I don't 
like bad, high-flown imitations of the 
newsstand titles, because there's noth- 
ing I respect more than the enthusiasm 
and dedication of fanzine editors. I'm as 
proud of my fanzines as I am of my pro- 
fessional writing and editing, and I want 
faneds to feel the same pride in their 
efforts. 


FRNDOM 

CENTRAL 


Before I get misty about old fanzines, 
let's return to the present. I've gotten 
lots of good zines this time, so let's pull 
the staples and look them over together. 

Classic Systems & Games 
M2; #5 

Edited by Jeff Adkins 
11 Windsor Ave. 

Attica, NY 14011 

Frequent, $1.75 per issue, 18 pages 
This is my favorite fanzine about old 
video game systems, probably because it 
covers so many of the ones I recall so 
fondly. Jeff also puts together must-read 
content about Atari 2600, Intellivision, 
ColecoVision, Odyssey, IntelliVision, and 
Vectrex. I wonder if he’ll add the 8-Bit 
consoles in a year or so? 

Klax for the Atari 2600 is the cover- 
featured game of the month. It was also 
fun to see the retrospective on Squish 
'Em for ColecoVision. 

Jeff sometimes gets a little carried 
away with hyping his fanzine. It is, howev- 
er, an outstanding zine that speaks elo- 
quently for itself. 

Digital Press #11 

Edited by Joe Santulli 
44 Hunter PI. 

Pompton Lakes, NJ 07442 
Bi-monthly, $1.50 per issue, 22 pages 
The latest issue of this top fanzine 
looks better than ever. Joe Santulli has 
some new desktop software, and he's 
brightened and lightened Digital Press. 
Thankfully, the varied material is as inter- 
esting as always. 

Digital Press devotes a large portion 
of the current issue to classic game plat- 
forms, but Joe doesn't neglect contem- 
porary gaming. It's worth getting whether 
you want insight into the latest games or 
the all-time greats. 

Great material like the serialized gam- 
ing encyclopedia make Digital Press a 
must for serious game-lovers. Sending 
for a sample could be the best money 
you spend this week. 


Dystopia #1 

Edited by Dennis Crowley 
6 Hill Street, Medway, MA 02053 
Frequent, $2 per issue, 56 pages 
Power Play has ceased publication, 
but Dennis' new title more than fills the 
void. The cartridge coverage continues to 
be good, and he's now trying to take a 
broader look at the hobby. 

More efficient space management 
would have trimmed a few of the zine's 
56 pages, but there's no denying that 
this is a well-presented publication that 
brims with information from cover to 
cover. 

Power Play taught Dennis the basics 
of fanzine production. Now he's ready to 
edit a fanzine that could soon become 
one of the top-ranked titles. 

Fantazine #1 

Edited by Pat Reynolds 
1740 Millbrook SE 
Grand Rapids, Ml 49508 
Monthly, $1.50 per issue, 22 pages 
Circumstances caused the editor to 
drop GameLord, but he's roaring back 
into active publishing with Fantazine. Pat 
has taken the opportunity to make some 
editorial changes, for the better. It's still 
mostly about video games, but the con- 
tent is more sophisticated. 

The editor says he wants Fantazine to 
be driven by opinions. If the first issue is 
a fair sampling of future contents, Pat is 
sure to get his wish. I can't go along with 
all Pat's opinions, but no one will be 
tempted to skip over them. I would cau- 
tion Pat that things aren't always as cut 
and dry as they may seem. 

Pat seems to have fresh energy and 
new ideas for his fanzine. GameLord is 
gone; long live Fantazinel 

In Between the Lines #2 

Edited by Sean Pettibone 
206 Red Maple Ct., Troy, Mi 48098 
Bi-monthly, $.75 per issue, 8 pages 
Sean is one of the trailblazers in cur- 
rent fandom. His informal, humorous 
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fanzine is a stimulating change-of-pace. 

The second issue has a letter column, 
short video game reviews, his picks for 
the year's best, and three separate 
columns of editorial opinions. Maybe 
Sean should string them together into a 
long rambling editorial in future issues. 

In Between the Lines is a bold new 
experiment that is already proving to be 
quite a success. Don't miss the good 
times; buy a trial copy. 

IntelliVision Lines #7 

Edited by Ralph Linne 
8385 Findley Dr., 

Mentor, OH 33050-3811 
Bi-monthly, $1.50 per issue, 8 pages 

Do you remember when George Plimp- 
ton compared Atari to IntelliVision in all 
those early 1980’s commercials? This 
little publication has plenty of news and 
information about Mattel's video game 
console in its eight half-size pages. 

The main items in the current issue 
are another serving of the IntelliVision 
history, a checklist of games that were 
announced but never released, and 
Ralph's editorial describing his search 
for rare cartridges. 

The price seems a little steep, but 
there aren't many alternative sources for 
information about this machine. It's a 
neatly designed and produced fanzine 
that honors a major milestone in gaming 
history. 

Random Access #1 

Edited by Scott Boehmer 

118 Surrey Lane, Lake Forest, IL 60045 

Infrequent, $1 per issue, 16 pages 

Scott Boehmer is another faned whose 
changing tastes have led him to fold his 
old title and start a new one. As much as 
I enjoyed the 11 issues of his previous 
fanzine, his new one looks like a major 
step forward in virtually every respect. 

Scott's personalized editorial and a 
description of a coin-op and video game 
museum in St. Louis are high points of 
this extremely well executed first issue. I 
hope Scott gives more space to air his 
soapbox column in future issues. He 
shows a flair for candid commentary that 
makes points without arrogance or over- 
bearing pompousness. 

The Shape of Gaming to Come #8 

Edited by Darren A. Krolewski 
38150 Mt. Kisco 
Sterling Heights, Ml 48310 
Monthly, $1.50 per issue, 28 pages 

From its glorious color cover to the 
unique spiral binding, this is the most 
eye-catching publication in electronic 
gaming fandom. Darren, who has 


cracked professional journalism in recent 
months, shows just how much can be 
done with a personal publication. 

Video gamers will definitely want to try 
a sample copy of this one. The writing is 
as good as the layout, and that's no 
small compliment. 

SNES Gaming #2 

Edited by Rich Wigstone 
770 Concord Lane 
Hoffman Estates, IL 60195 
Frequent, $1.50 per issue, 8 pages 

This review-oriented fanzine, which 
focuses on Nintendo's 16-Bit system, 
has made great strides in its second edi- 
tion. The newsletter-style layout pro- 
motes easy reading, though eliminating 
the lines between columns might clean 
up the design a little. 

The cover review is Magical Quest 
Starring Mickey Mouse. Zelda III and 
StarFox are among the other cartridges 
that go under the critical microscope. 

Spectrum #2 

Edited by Ara Shirinian 
10904 Haislip Ct. 

Potomac, MD 20854-2251 
Quarterly, $1 per issue, 14 pages 

Add Ara to the list of fast-rising new 
fanzine editors flooding into fandom 
these days. This is only the second 
issue, and already Spectrum is a worth- 
while purchase. 

Ara discusses video game advertising, 
specifically this winter's Sega campaign, 
in his front-page editorial. He's one of 
fandom's budding humorists, and is 
showing some talent for being funny 
while making sense. I especially enjoyed 
a secondary editorial about putting the 
fun ahead of raw competition in gaming. 

Other material includes reviews of 
multi-player video games, a letter col- 
umn, some clever cheats, a piece on 
brain-games, and more. This fanzine 
deserves encouragement, so give Ara a 
chance to show his stuff. 

Super Gamer #9 

Edited by Eric Longdin 

19 Vermont St. Methuen, MA 01844 

Bi-monthly, $1.50 per issue, 26 pages 

Eric has decided to give his fanzine a 
thorough overhaul while continuing the 
title. Among the changes for the better 
are major coverage of the Duo and the 
inclusion of heavy metal music reviews. 

There's still plenty of reviews and tips 
for SNES, which clearly remains the edi- 
tor's first love; there is nothing wrong 
with this-writing a lot about your favorite 
system is what fanzines are all about. 


Sometimes a tune-up like this is just 
what an electronic gaming fanzine needs 
to jump up to the next quality level. 

Uproar #2 

Edited by Michael Pittaro 

18 Old Coach Rd., Hudson, NH 03051 

Frequent, $1 per issue, 22 pages 

When I wrote about improving with 
experience, this is one of the fanzines I 
had in mind. The first Uproar flashed 
promise, but the second is much better. 
Naturally, this is probably due to the edi- 
tor’s insistence on better quality and per- 
haps even spending more time than 
usual on his great second issue. 

The writing is relaxed, though tight 
editing keeps the pace fast. Excellent 
cartridge coverage is the main attraction, 
but Mike evidences appreciation for 
almost every variety of electronic gaming. 
If the third issue shows as much pro- 
gress, I'll have to break out a fresh 
supply of adjectives. 

Viewpoint #1 

Edited by Alex Frias 

265 Cherry St., Suite 6J 

New York, NY 10002 

Bi-monthly, $1.50 per issue, 26 pages 

"Video Gaming Monthly no more, only 
Viewpoint" a coverline blares from the 
cover from Alex's brand new fanzine. His 
editorial explains that he wanted a more 
original name, one that reflects broader 
editorial horizons. It looks like the new 
title is ready to replace the old one as 
one of fandom's leading publications. 

Future issues may show new direc- 
tions, but Alex has stuck with the colum- 
nists, reviews, letters column, and 
fanzine critiques that made VGM such a 
favorite. If you're not yet familiar with 
Alex Frias' fanzines, now is the perfect 
time to climb on the bandwagon, 
because Viewpoint will undoubtedly pick 
up new readership with its new outlook. 
Again, the new scope of this magazine, 
along with others previously mentioned, 
makes me rather excited about the 
future of fanzines. Many times, a poor 
showing on the first few issues may dis- 
courage editors. However, Viewpoint 
picks up the pace and never lets it down, 
and this is great for readers. 


Attention fanzine editors: 

If you’d like your fanzine reviewed in this 
column, send it to: 

Arnie Katz, 

330 S. Decatur, Suite 152, 

Las Vegas, NV 89107 
I read and save them ail. I'll try to 
describe as many as possible each month. 
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Blaze demonstrates her new Side 
Kick Attack. Skate delivers a Head 
Butt an d Elhow Smash Comho. 


t 



Skate s Migraine Attack is a major 
headache for these punks. Use the 
Corkscrew Attack on the hikers lurk- 
ing around the corner. 


t 



Blazes deadly Kikousho Attack can 
even the odds. Look for power-ups 
and weapons inside the trash can 
and other canisters. 


t 





if Skate's Double Side Kick doesn t put 
out that fire, try the Migraine Attack. 
Axe! goes on a rampage when he gets his 
hands on weapons like the lead pipe. 
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Axel's Grand Uppercut is the hey to 
reaching Mr. X. Vanquish your foe once 
and for all with the Dragon Smash. 


Skate, Blaze and Axel of 
Streets of Rage'" 2 have 
all th eir tricks from the 
Genesis ' “ version, plus a 
completely new maneuver. 
Good thing, too. Cu 2 if 
they're going to bring 
peace back to the streets, 
they’re going to have to go 
through Mr. X. And he’s 
not feeling very neighborly. 
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There are 4,000 brain surgeons just in the 
United States alone. 



A scant 200 Sega Seals were awarded last year 
in the whole wide world. 


The Sega Seal of Quality. With it, you’re assured a game has passed the most rigorous 
battery of quality control and playability tests ever devised, and that it pushes the limits on 
the fun meter. What’s more, the Seal guarantees the game, when used properly and not 
as a door stop, will not damage a Sega Genesis^ Sega CD™ or color portable Game Gear' * 


Without the Seal? Well, about 
is that you could be setting yourself 
happens, don’t come crying to us. 
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the only thing we can guarantee 
up for a big, big headache. If that 
Heck, call a brain surgeon. 




Sega, Genesis, Game Gear, Sega CD, Welcome to the Next Level and Sega Seal of Quality are trademarks of SEGA. © 1993 SEGA. All rights 
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tainment world to star in an impressive 
array of video, computer, and multi- 
media games. Cartoon and comic book 
characters are suddenly red hot license 
properties. As developers begin to mas- 
ter the possibilities of 16-Bit and multi- 
media technology, cartoon characters 
and their colorful environments can be 
reproduced with amazing verisimilitude. 
Better still, toons are a hot commodity. 
Full-length animated features have had a 
great success ratio over the past five 
years, sparked partially by the definitive 
cartoon movie, Who Framed Roger Rab- 
bit? Roger’s eye-popping blend of live 
action and animation rekindled the dor- 
mant interest in cartoon characters and 
toon iconography. Add the staggering 
success of the recent Disney releases, 
from the most recent re-release of Jungle 


In other words, folks, get ready for 
Toon Time in Interactive City! 

Disney Developments 

When the subject is animation, the 
talk invariably turns to the studio created 
by visionary genius Walt Disney back in 
the early days of talkies. Disney, in fact, 
fashioned such a smoothly-running 
machine that it continues to turn out 
state-of-the-art animation decades after 
its founder’s death. 

The Disney licenses generally fall into 
two categories: cartoon characters and 
full-length animated films. The mainstay 
of the first category, of course, is, was, 
and probably always will be: Mickey 
Mouse, the star of the breakthrough 
Genesis game, Castle of Illusion (Sega) 


flagfog Tooas on a Cartridge 


by Bill Kunkel 

Life in Toontown is never dull. 

Safes fall out of windows and trans- 
form cats into accordions or pancakes. 
The citizens leave a dust cloud behind 
them whenever they run. Color and black 
& white characters live side by side in 
social harmony — except maybe for cats, 
dogs, and mice. 

And, of course, nobody ever really gets 
hurt. Oh, sure, a toon might plummet the 
depth of the Grand Canyon and be 
reduced to a small, greasy spot. But 
they’re always back, good as new, just in 
time for the next gag. Old toons never 
die, after all; they just go into syndication 
or end up on the Cartoon Channel. 



Disney’s Aladdin, a movie hit, is now 
making an appearance on the Genesis. 


Lately, in fact, some of Toontown’s 
most prominent citizens have even been 
making deals with the electronic enter- 


Book to the Academy Award winning 
Beauty & the Beast and Aladdin. 

These days, everyone from Rocky & 
Bullwinkle to Ren & Stimpy have 
interactive media deals. All the 
major Disney, Warner Brothers, 
and Hannah-Barbera 
characters have 
been signed up, and 
one licensing pro- 
ject — the Gene- 
sis version 
of the hit 
film, Dis- 
ney's 
Aladdin — 
was so 

huge it took the efforts of 
three companies (Disney, Vir- 
gin, and Sega working in uni- 
son) to get it on retail shelves. 

Then there are the cartoon-style 
characters created specifically 
for video games, such as Acco- 
lade’s Bubsy Bobcat, who has 
subsequently been licensed to 
star in his own animated TV spe- 
cial due for broadcast this Thanks- 
giving. Add in the hot new animat- 
ed TV series such as The Simpsons, 
Ren & Stimpy, and Batman: the 
Animated Series along with car- 
toon characters from TV com- 
mercials (Chester Cheetah, the 
Pink Panther) and you've got a 
gold mine of conceptually 
loaded licensing material. 



and 

most recently Magi- 
cal Quest starring 
Mickey Mouse (Cap- 
corn) for the SNES. 
From his very first on- 
screen appearance in 
the b&w cartoon 
Steamship Willie to 
the present, this 
charismatic rodent 
remains the uncontested 
king of the funny animals. 
Mickey also made an 
appearance in Sega’s 
Fantasia for the Genesis, 
reprising his famous 
“clean up’’ scene from 
The Sorcerer's Apprentice. 

Other Disney 
stars who’ve made 
the transition to 
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video games include Goofy, the cast of 
TV’s Talespin, Darkwing Duck, and, of 
course, Donald Duck. Disney's most 
excitable boy, Donald co-stars with Mick- 
ey Mouse in Sega’s World of Illusion 
starring Mickey Mouse and Donald 
Duck, while the rest of the Disney Duck 
Dept, (primarily Huey, Dewey, and Louie 
and Unca Scrooge) make their most 
recent appearance in Capcom’s Duck 
Tales 2 for the NES. 



Mickey Mouse has had a few exciting 
adventures on the video game format. 

Goofy will be stumbling onto both the 
Genesis and SNES. Capcom is bringing 
the Goof Troop to the SNES in an adven- 
ture based on the popular TV show. 

Goofy and young Max must leap into 
action when Pete is mistaken for a pirate 
king by a group of freebooters and kid- 
napped in this angled topdown contest. 
Of course, Pete is pretty satisfied leading 
a life of royal luxury, so Max and the 
Goofster have a heck of a time getting 
him to leave before the real pirate 
monarch returns to take his revenge. 

Absolute, meanwhile, will be producing 
Goofy for the Genesis, with our hero 
working as chief custodian at the Ludwig 
von Drake Natural History Museum, right 
next to an envious Pete. Pete covets 
Goofy’s latest invention: the Extend-O- 
Hand, one of those collapsible, scissor- 
ing devices which allows Goofy to reach 
for books and other objects from a dis- 
tance. So Pete sets about booby-trapping 
various museum exhibits, one of which 
causes a heavy object to 
strike Goofy’s head, ren- 
dering him even dizzier 
than usual. While in this 
dazed state, Goofy 
imagines himself in 
a variety of histor- 
ical periods, 
from prehisto- 
ry, to the Mid- 
dle Ages, colo- 
nial times and 
the Wild West. 


Goofy must retrieve a lost object from 
each era and defeat Pete, who appears 
in all four time periods as an end-level 
boss. 

The Tailspin crew, meanwhile, turns up 
on the NES with all the airborne antics 
and high speed hijinks of the TV show. 
The player must guide bearish pilot 
Baloo and the Mini Sea-Duck, his rickety 
aircraft, on a series of cargo transport 
missions while bad guys like Shere 
Khan, Don Karnage, and their minions do 
everything possible to stop him. The 
game features an angled overhead per- 
spective that gives Tailspin a unique and 
attractive look. 

Another Disney arrival on the NES is 
one of the company’s newest TV series 
characters: Darkwing Duck. Darkwing is 
a private eye up against a sinister, 
acronym-using organization named 
F.O.W.L. which is intent on taking over 
the city of St. Canard. The player, as 
Darkwing, must go forth and investigate 
with the aide of his faithful sidekick, 
Launchpad McDuck. If they’re successful 
in uncovering clues, the side-scrolling 
trail eventually leads to F.O.W.L. honcho, 
Steel Beak. 

Disney’s most recent full-length ani- 
mated features, meanwhile, have been 
extensively adapted to video game for- 
mat. Capcom, publisher of the NES and 
Game Boy versions of The Little Mer- 
maid, will also turn out the SNES game 
based on Disney’s latest smash, 

Aladdin. The Genesis version of Disney's 
Aladdin is a major new release from the 
triumvirate of Disney, Virgin Games, and 
Sega. Virgin, meanwhile, also has a gor- 
geous Genesis version of The Jungle 
Book ready to roll, while SunSoft has not 
one, but two Beauty & the Beast games 
for the Genesis. 

Belle’s Quest is a puzzle-oriented 
adventure in which the female player- 
character must outsmart Gaston to 
locate her father’s whereabouts. The 
game includes a maze-chase through the 
Black Forest and a tour of an enchanted 
castle, with 




extensive cinematic cut scenes and 
music from the film score. 

Roar of the Beast is a more action- 
packed contest, with the gamer taking 
the role of the Beast. The player-charac- 
ter must first battle through a pack of 
killer wolves, then defend the castle and 
the angry villagers, before finally con- 
fronting Gaston in hopes of breaking the 
spell which keeps him a beast. 

The Genesis version of Disney's 
Aladdin is a truly remarkable achieve- 
ment. With the help of Disney’s top flight 
animators, Virgin was able to max out its 
platform game engine first used in Glob- 
al Gladiators. The character animations 
are among the largest, most expressive 
ever seen in a video game, and the shad- 
ings and color textures used to create 
the backgrounds are almost as spectacu- 
lar as those seen in the film. Although 
Capcom’s SNES version of the Arabian 
Nights classic is also quite beautiful, it 
does pale somewhat in comparison to 
the awesome Genesis game. 



That mischievous devil, Taz, has found a 
home on the byways of the Super NES. 


Bugs, Daffy, & Otherwise 
Insane: the WB Crew 

Next to King Walt’s creations, the 
most popular cartoon characters in film 
history belong to the Brothers Warner. 
With such major talents as animator/ 
director Chuck Jones, writer Michael Mal- 
tese, and the inimitable voice characteri- 
zations of Mel Blanc (even Mel's son has 
been unable to capture the essence of 
his greatest characters), Warner’s anima- 
tion studio turned out some of the most 
memorable characters in cartoon history, 
including: Bugs Bunny, Porky Pig, Daffy 
Duck, Sylvester & Tweety, The Road Run- 
ner & Wile E. Coyote, Speedy Gonzales, 
and the Tazmanian Devil. 

SunSoft is the leading player in the 
Warner Bros, sweepstakes with a solid 
selection of titles including Taz-Mania, 
Road Runner’s Death Valley Rally (both 
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Ploying Toons 
on Corbridge 

on the SNES), and a pair of knockout 
newcomers: Bugs Bunny Rabbit Ram- 
page and Daffy Duck: The Marvin Mis- 
sions. 

Rabbit Rampage is a gorgeous looking 
side-scroller that perfectly captures the 
ambiance of Bugs' adventures. A paint 
brush magically transforms a white 
screen into a cartoon wonderland at the 
start of every turn, while an eraser 
appears to rub out the scene after each 
player failure. Bugs is harassed by that 
dumb Warner Bros, dog who pursued the 
numero uno cartoon rabbit through 
dozens of cartoons in the ‘40s, frequent- 
ly stopping to ask: “Which way did he go, 
George? Which way did he go?" This 
cruel jibe at Lenny in Of Mice and Men 
has long since been forgotten, but the 
dog remains with us, as resolute and 
incompetent as ever. And this time he’s 



Bugs Bunny, following the Roadrunner’s 
example, gets his own video game. 


brought a whole bunch of his favorite 
friends with him. 

Bugs has several weapons at his dis- 
posal for avoiding or otherwise dealing 
with the dopey mutts. He can leap high 
into the air, throw pies, deliver mighty 
kicks, and even decoy dogs by placing a 
bone on the ground and luring them to 
it — with their posterior perfectly posi- 
tioned for a punt. 

Even when Bugs buys it, the cartoon- 
ish “death" animations are so hysterical, 
they make the loss fairly palatable. 

The second major new entry in the 
Warner Bros, category is SunSoft’s Daffy 
Duck: The Marvin Missions. In this 
game, Daffy once more assumes the 
identity of Duck Dodgers, deepspace 
duck and fearless adventurer. In fact, the 
game itself is based on the classic car- 
toon, Duck Dodgers in the 24th-and-a- 
haif Century in which Daffy and his space 
cadet flunky (played by Porky Pig) do bat- 
tle with a mysterious martian named 
Marvin who mostly resembles a Roman 
Centurion's helmet with legs. The fate of 
the Earth, of course, remains in the bal- 
ance. 



That wacky, rascally duck joins the fray 
with some outer-space adventuring 


There are several special features in 
this game, but the best is a smartbomb- 
type option in which Daffy totally spazzes 
out, dithering madly in a dozen different 
directions, a mad whirling dervish who 
takes out any enemies in his way. There 
are also special cartoon weapons, such 
as the ice gun which freezes enemies, a 
time warp weapon which leaves oppo- 
nents moving in slo-mo, or a super bullet 
which breaks up into three smaller bul- 
lets on the way to its target. The music 
and sound effects, by Nu-Romantic Pro- 
ductions, perfectly captures the aural 
quality of cartoon mayhem. 

The Warner Bros, cartoon games from 
SunSoft were developed by Icom Simula- 
tions and represent some of the finest 
work ever done in this field. 

TecMagik, one of the newer video 


game software companies, also has a 
couple of Warner Bros, stalwarts in the 
Genesis version of Sylvester & Tweety: 
Cagey Capers, in which the player, con- 
trolling the always-hungry Sylvester the 
Cat as he creeps, runs, and otherwise 
pursues the tiny little yellow ball of feath- 
ers and feigned innocence, Tweety Bird. 
The character animation is superb here 
and the game itself does a great job of 
taking the essence of the Sylvester/ 
Tweety cartoons and transforming it into 
a playable game. The voices for the main 
characters are digitized right off the car- 
toons, and virtually every member of the 
Sylvester & Tweety supporting cast is 
present, including soft-hearted Granny, 
Hippety Hopper, and, of course, Spike. 



Sylvester, that bad ‘ol puddy-tat, is on 
the prowl for the sweet Tweety bird. 


The plot is also right out of a WB car- 
toon: Tweety periodically hides in a bottle 
of “Hyde Potion,” for example, and turns 
into a huge, bug-eyed monster. 

Finally, Sega-maniacs will be happy to 
learn that Desert Demolition: Road Run- 
ner & Wile E. Coyote, a Road Runner 
cartoon cast as an interactive action con- 
test, is available from Sega, as is the 
Genesis version of Taz-Mania (. 

Bugs and Crew: Mark II 

One of the great modern cartoon con- 
cepts, Tiny Toons takes the Warner Bros, 
characters and shows us their Next Gen- 
eration: baby versions of Bugs, Daffy, 
and company, along with a few original 
characters. 

The top Tiny Toon character is Buster 
Bunny, a diminutive version of the carrot- 
chomping Bugs and the star of Konami’s 

Tiny Toon Adventures: Buster Busts 
Loose (SNES) and Tiny Toon Adven- 
tures: Buster’s Hidden Treasure (Gene- 
sis). Buster Busts Loose offers six levels 
and five mini-games, while in the latter 
game, Buster and buddy Gogo Dodo 
explore 33 play levels on a fantasy trea- 
sure hunt. 

In the 8-Bit universe, there are two 





current NES TT contests: Tiny Toon 
Adventures 2: Trouble in Wackyland and 
the Tiny Toon Adventures Cartoon Work- 
shop. Trouble in Wackyland sets the 
characters in a wild and crazy amuse- 
ment park with a roller coaster ride, a log 
flume amusement, a spooky train trip, 
bumper cars, and a fun house. Cartoon 
Workshop, meanwhile, allows young- 
sters to create their own animated car- 
toons, using characters and backgrounds 
from the Tiny Toons TV show, which can 
be stored on videotape for later viewing. 




Rocky and Bullwinkle will battle Boris 
and Natasha across the video screen. 


Hannah-Barbera: 

Past and Future 

Although the Hannah-Barbera studios 
have turned out thousands of cartoons 
and almost as many different characters, 
the two toon families most often associ- 
ated with H-B are the cave-dwelling Flint- 
stones and the futuristic Jetsons. The 
game rights to these characters are held 
by Taito, which has produced The Jet- 
sons: Cogswell Caper and The Flint- 
stones: The Rescue of Dino & Hoppy for 
the NES. 

The families from cartoon history, past 
and future, also make several appear- 
ances on portable systems (see the 
Portable Toons sidebar) and the latest 
release, The Flintstones 2 will be 
released for both the NES and the SNES. 

The Independents 

Some cartoon characters have been 
around forever without being associated 
with a particular studio, while others are 
too new to have a well-known home 
base. Rocky & Bullwinkle, Tom & Jerry, 
Felix the Cat, and the Pink Panther are 
all Toontown mainstays, but only anima- 
tion trivia buffs could name the studios 
for whom they toiled. 

They’re back now, however, in video 
game form. Absolute is publishing 
The Adventures of Rocky & Bull- 
winkle and Friends for the Gene- 
sis, while T*HQ has Moose and 


Squirrel on the SNES in Rocky & Bull- 
winkle. Absolute’s entry features co- 
stars Boris & Natasha, and Dudley Do- 
right, while the T*HQ version should be 
available now. 

Tom & Jerry, meanwhile, the most 
famous cat & mouse tandem in toons, 
have hit the big time with a full-length 
motion picture on the way to theaters 
and several electronic incarnations of 
their adventures already in release. The 
SNES version of Tom & Jerry is a one- or 
two-player game in which Jerry (or, in the 
two-playerversion, Jerry and his pal 
Tuffy) must make it all the way from the 
outskirts of town to their home without 
suffering any disasters on the way. The 
game begins downtown, where our 
mouse (or mice) must scamper down 
alleys, through movie theaters, junkyards 
and other obstacles on the long and 
winding road home. The hazards they 
encounter along the way include malevo- 
lent wind-up toys, falling sandbags and, 
but of course, feline Tom himself. 

In the NES version, the player once 
again takes the role of Jerry, who must 
outsmart Tom and rescue Tuffy from a 
trunk in the attic before time elapses. 

Felix the Cat, the wonderful, wonderful 
cat with the magic bag of tricks, is one of 
the veterans of the cartoon business. 
Felix arrives on the NES courtesy of Hud- 
sonsoft. 

Mean- 
while, 
the Pink 


Panther, star of cartoons, films, and 
insulation commercials, goes to Lotus- 
land in Pink Goes to Hollywood, a SNES 
offering from TecMagik. The Oscar-win- 
ning pastel panther, who starred in 226 
different cartoons during his illustrious 
career and had his very own theme 
scored by no less a master than Henry 
Mancini, is back, bigtime. He will be fea- 
tured in a major new animated film later 
this year and will return to television with 
all-new toons in September. But none of 
this has gone to Big Pink’s head — he 
still finds time to serve as mascot for the 
Starlight Foundation. 

Now there’s one heck of a toon! 

In Pink Goes to Hollywood, our hero 
travels to the motion picture capital to 
audition for a new movie role, but once 
he arrives, things start to go wrong. He 
inadvertently stumbles into a set during 
the shooting of an Inspector Clouseau 
movie, inspiring the enmity of the inept 
Inspector who proceeds to chase him 
through a dozen different film sets. 



The silent, side-splitting Pink Panther 
also tries the video game platform. 


Pitch-Toons 

The latest toon invasion has come 
from animated characters who first 
appeared as sales devices and mascots 
in TV commercials. 

Chester Cheetah, for example, spent 
years working as a shill for a cheese 
snack before hitting the big time as a 
SNES video game star for Kaneko. Then 
there are those fabulous Spots, the red 
discs representing the 7-Up logo. In one 
of the most daring license acquisitions in 
electronic gaming history, Virgin took a 
shot and licensed these energetic little 
dudes for a series of games. The first, 
Spot, was a clever variation of the strate- 
gy-intense board games Reversi and Oth- 
ello while for the second, Cool Spot, a 
single shades-wearing Spot enjoyed a 
visually breathtaking side-scrolling action 
adventure that has to be seen to be 
appreciated. Cool Spot is now available 
on both the Genesis and the SNES. 
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Playing Toons 
on Cartridge 

TV’s Trendiest Toons 

The return of animation to television 
has created several popular new series 
and one undisputed phenomenon. That, 
of course, is Matt Groening’s classic The 
Simpsons, a license which Acclaim fell 
on almost the instant it appeared on 
American TV screens. 



What could possibly go wrong with 
super-student Bart Simpson’s studies? 


SNES Simpson games include The 
Simpsons: Bart’s Nightmare, and 
Krusty’s Super Fun House. Bart’s Night- 
mare has Bart attempting to retrieve his 
wind-scattered homework through some 
incredibly funny sequences — including 
one in which our hero is transformed into 
“Bartzilla," a giant dinosaur with Bart's 
unmistakably spiked-out head who 
smashes through town, destroying build- 
ings and stomping on cars. 

In Krusty’s Super Fun House, the 


embittered clown’s domicile is overrun by 
rats and it's up to Bart, Sideshow Mel, 
and Corporal Punishment to end the 
infestation. 

Acclaim’s NES Simpsons games 
include The Simpsons: Bartman meets 
Radioactive Man and Krusty’s Fun 
House. The latter is simply a scaled- 
down version of the SNES game, but 
Bartman meets Radioactive Man is an 
original design in which Bart learns that 
Radioactive Man has been stripped of 
his powers and is currently imprisoned 
and it will require all the powers of the 
mighty Bartman to save the day. 

Finally, Genesis owners can now join in 
on the fun with a version of Krusty’s 
Super Fun House, Bart vs. the Space 
Mutants, and Bart’s Nightmare. Bart vs 
the Space Mutants is an excellent game 
that previously appeared on the NES in 
which Bart must halt an invasion of Earth 
that only he is aware of. 



Krusty’s Fun House challenges players 
to help capture the menacing mice. 


New titles include The Simpsons: 

Itchy & Scratchy, the first game to star 
that ultra-violent, hyper-kinetic cat and 
mouse connection. The two wreak every 
imaginable form of mayhem upon one 
another in the course of this SNES and 
Genesis-bound release. 

The other red-hot cartoon license 
based on a new TV show is Ren & 

Stimpy from the Nickelodeon cable net- 
work. 

T*HQ Software holds the license for 
the NES and SNES editions of Veediots: 
the Ren & Stimpy Show. The game's 
graphics expertly capture the super-color- 
ful, kids-of-all-ages ambiance of the TV 
show as the asthmatic Chihuahua and 
his feline sidekick romp through a surre- 
al universe only they could inhabit. 

Real vs. Reel: Life in 
the Cool World 

Games based on full-length animated 
feature films are not limited to Walt Dis- 



ney produc- 
tions, as 
evidence 
by 

Ocean’s 
elaborate 
translation 
of the Ralph 
Bakshi pro- 
duction 
Cool World 
in which an 
animator 
finds him- 
self myste- 
riously 
transported 
to the cartoon 
strip world he 
has been 
drawing. 

Life in this 
toon-based world 
is a lot more com- 
plicated and sinis- 
ter than Roger Rab- 
bit’s Toontown. 

Some of the cartoon 
characters want to 
escape into the 
"real” world and 
become human 
beings, while our 
animator hero 
must adjust to 
existence in a 
world where the 
social conven- 
tions and 
physics of car- 
toons are the 
ruling forces. 

The toons in 
Cool World are 
called Doodles, and their attempts to 
penetrate our reality is upsetting the bal- 
ance between the two dimensions and 
it’s up to the gamer, as artist Jack, to 
overcome the efforts of Holli Would, 
Slash, and Vegas Vinnie. Cool World is 
available on the NES and SNES. 


It’s a Wrap! 

With animation one of the hotbeds of 
current media, we’re likely to see a lot 
more licensing into the electronic gaming 
world. It’s even possible that, in the 
search for previously-unsigned cartoon 
characters, some of the older and lesser 
known cartoon and newspaper strip 
denizens may turn up in the future. Char- 
acters like Betty Boop, Woody Woodpeck- 
er, Calvin & Hobbes, and others would 
be just perfect for adapting into the inter- 
active electronic medium. 





Toons in mg Pocket 


by Bill Kunkel 

With cartoon and comic strip themes 
exploding onto the video game scene 
(don’t worry, cartoon explosions simply 
blacken faces and soil clothes), it was 
inevitable that there would be a spillover 
into the portable scene. 

In addition to hand-held conversions of 
already-mentioned video games, the list 
of original portable titles is absolutely 
amazing. 



Bart has to save the day as Bartman 
when he challenges Radioactive Man. 


Game Gear 
Gets Animated 

One of the big winners in Sega’s 
recent surge in popularity is the Game 
Gear. Acclaim/LJN/Arena/Flying Edge 
have four Simpsons titles alone on the 
Gear: Bart vs the Space Mutants, Bart 
vs the World, Bartman meets Radioac- 
tive Man, and Krusty’s Fun House. 

Sega, meanwhile, has Quest for the 
Shaven Yak Starring Ren Hoek and 
Stimpy, Tom & Jerry-The Movie, and 
Deep Duck Trouble Starring Donald 
Duck. The Ren & Stimpy game, based on 
the popular characters appearing on 
cable TV’s Nickelodeon, has the weird lit- 
tle dog and the crazed cat facing dirt gey- 
sers, egg-bombing buzzards, and arty 
toads on their quest to return the hooves 
of the Great Shaven Yak. 

Tom & Jerry, the much-travelled cat 
and mouse team known primarily for 
their stint at MGM, have made it to a 
feature length movie, which Sega is 
adapting to the Game Gear format. Tom 
& Jerry-The Movie is a five level, high- 
speed contest with several top-notch 
bonus rounds. 

Donald Duck, Walt Disney’s number 
two attraction, waddles onto the Game 


Gear in Deep Duck Trouble, a Carl Barks- 
style adventure which has Donald jour- 
neying around the world to return a 
sacred pendant which was plundered by 
his Uncle Scrooge. 

Comic book fans, meanwhile, will defi- 
nitely want to check out X-Men for the 
Gear, also from Sega, based on the pop- 
ular Genesis game, while Warner Broth- 
ers cartoon enthusiasts can revel in GG 
versions of Taz-Mania (Sega) and 
Sylvester & Tweety: Cagey Capers (Tec- 
Magik). 

Game Boy-Sterous Toons 

The Game Boy is still the volume 
leader in the portable game field, with 
plenty of toon and comic book-based 
titles in its vast library. In Simpsonville, 
Acclaim’s various labels offer Bart Simp- 
son’s Escape, Bart & the Beanstalk, 

Bart vs. the Juggernauts, and Krusty’s 
Fun House for the GB. 

Activision has Popeye 2, a cute side- 
scroller on the Game Boy starring the 
famous Thimble Theater characters, 
while Capcom has a nice selection of GB 
titles starring Disney toon and feature 
film stars Darkwing Duck, Talespin, and 
The Little Mermaid. 

Tom & Jerry, still flying high on the 
strength of their motion picture deal, 
were signed by HiTech for Tom & Jerry, 
and Tom & Jerry: Frantic Antics, both on 
the GB. 

Warner cartoon afficionados will be 
gladdened to learn that Sunsoft has both 
Looney Tunes and Speedy Gonzales on 
the Game Boy, with the former starring 
Bugs, Daffy, Porky, Tweety, and the Taz- 
manian Devil, among others. 

Second-generation WB stars, mean- 
while, can be found in Konami’s Tiny 
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The fastest mouse in all Mexico is 
ready to speed across the Game Boy. 


Toon collection for the Game Boy. The 
Tiny Toon Adventures include Montana’s 
Movie Madness, and Babs’ Big Break. 

Comic book fans can also look to Kona- 
mi for Batman: The Animated Series, 
one of the year's strongest GB entries. 

Finally, The Flintstones: Treasure 
Island and The Jetsons: Robot Panic, 
both from Taito, feature excellent graph- 
ics and plot lines faithful to the original 
series. In Robot Panic, mechanoids are 
running wild and it’s up to George to set- 
tle things down; Treasure Island, mean- 
while, is a seven-level platform game 
which includes sequences in which Fred 
rides dinosaurs and drives the famous 
Flintmobiie. 

Toons in electronic gaming are bigger 
than ever — even when the screens are 
getting smaller. 

— Bill Kunkel 


The Making of Aladdin 

The most impressive of the new ani- 
mated adaptations is unquestion- 
ably the Disney/Virgin/Sega collabo- 
ration on the Genesis version of Dis- 
ney’s Aladdin. 

A team of nearly a dozen Disney 
animators, several of whom actually 
worked on the film itself, produced 
original backgrounds and character 
animations for the video game. Not 
only are all the major characters 
from the movie present, but several 
new cast members have been 
added to enhance the game play. 

The development engine for the pro- 
ject was the work of Virgin Games, 
and with it, the animators were able 
to virtually duplicate the original ani- 
mation process. Initially, footage of 
real actors is used for a technique 
called “posing out,’’ which establish- 
es the parameters of each move- 
ment. These extremes are then 
filled in through a process called 
“tweening” — that is, producing the 
frames that fall in between the start 
and conclusion of each animated 
movement. 

Disney’s Aladdin’s game anima- 
tions move at a remarkable 60 
frames per second. By way of com- 
parison, TV moves at 30 frames per 
second and motion pictures at 24 
fps. The project has also been 
fleshed out musically with the addi- 
tion of music from the Academy 
Award-winning musical, including "A 
Whole New World,’’ “A Friend Like 
Me” and "One Jump Ahead.” 

— Bill Kunkel 







Hulk, ever since Stan Lee’s Marvel first 
shook the comic universe in the early 
‘60s. The edge in power has shifted 
back and forth several times. DC has 
had tremendous success in films, thanks 
largely to its relationship with Warner 
Communications. The Superman and 
Batman films have been big budget, 
high-profile releases, while Marvel’s char- 
acters have mostly been relegated to 
movie-of-the-week status. And while DC 
scored a brilliant marketing coup with it’s 
recent “Death of Superman” and “Reign 
of the Supermen” series (not to mention 
the inevitable "Return of Superman”), 
the fact is that the retail shelves have 
mostly belonged to Marvel in the three- 
plus decades since the FF took a joyride 
into outer space and came back with 
generic superpowers. 


The Merry Marvel 
Marching Society 

The Marvel superstars who have drawn 
significant attention on the video game 
front are the X-Men and Spider-Man. Spi- 
der-Man stars in, among others, Sega’s 
Genesis Spider-Man; Spider-Man: Return 
of the Sinister Six, from Acclaim for the 
NES; and Spider-Man vs. the Kingpin, a 
side scroller from Sega for the Sega CD 
in which Spidey scours New York in 
search of Venom and the Kingpin. 

Marvel's Merry Mutants, meanwhile, 
slashed through in Sega’s X-Men for the 
Genesis, complete with heavy TV ad hype 
and the full cast, including Wolverine, 
Nightcrawler, Gambit, and Cyclops, bat- 
tling Evil Magneto, while Storm, 



Prom Panels bo Game Screens 


by Bill Kunkel 

Comic books started out as collections 
of newspaper strips. Color presses were 
so expensive to run that it was actually 
more economical to keep them going, 24 
hours a day. The problem: what else 
could be run on them other than the 
funny pages? The solution: comic books. 

Comic books soon evolved into a medi- 
um of their own, with super-powered 
beings of both good and evil intent domi- 
nating their pages since the ‘30s. 

DC, with its cast of classic super- 
heros — Batman, Superman, 

Flash, etc. — has done battle 
with Marvel 
Comics — whose big 
guns included Spi- 
der-Man, the 
Fantastic Four 
and the 
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SunSoft has Superman for the Genesis 
and SNES, in which the pre-death Man of 
Steel must rescue Lois from the clutches 
of Metallo, Mr. Mxyzpltk and Braniac. 
Superman can fly, use heat vision, pos- 
sess "sonic spin” (don’t ask), and super 
strength. The SNES version is due next 
February. 

Batman: Revenge of the Joker, previ- 
ously available on the NES, is now head- 
ed for the Genesis as well. Armed with 
batarangs, a crossbow, a sonic neutraliz- 
er and other power-ups, the Caped Cru- 
sader stalks the Joker in this side- 
scrolling, multi-level pursuit contest fea- 
turing hot sound and graphics. 

Batman Returns, based on the second 
film in the Tim Burton series, is also 
available on multiple systems, but 
they are different games from 
different publishers. The SNES 
version is a superb side- 
scrolling combat contest from 
Konami, while Sega’s 
Genesis version is a 
less appealing 
take on a simi- 
lar presenta- 
tion. Sega 
even attempt- 
ed to enhance 
the game by adding dri- 
ving sequences for Bat- 
man Returns for the 
Sega CD, but aside from the Batmobile 
material, the game is unimproved in 
this new format. 



The Man of Steel breaks through the 
comics barrier and onto the Genesis. 

Archangel, Rogue, and Icemap arrive as 
backups. 

Other than Spidey and the mutant 
crew, however, only ol’ Greenskin, The 
Incredible Hulk, was scheduled to star in 
a video game (for the SNES) in the next 
few months. 


The Malibu Gambit 

One of the most interesting develop- 
ments in the comic book/electronic 
games crossover phenomenon is being 
orchestrated by software veteran Bob 
Jacob and Malibu Comics, a ground level 
comic book publisher with a couple of 
very hot titles: Ex-Mutants and Dinosaurs 
for Hire, both of which are being pub- 
lished for the Genesis by Sega. 

The unusual abilities of each of these 
groups is sure to provide a great game. 
Mutants and dinosaurs always add fire. 
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The Originals-Carboon 
Characters Creaked For Gaming 


by Bill Kunkel 

Sure, it’s always easier to license 
existing toons. Mickey Mouse, Bugs 
Bunny, Pink Panther, and other classic 
cartoon characters bring with them 
instant recognition and a powerful store- 
house of personal memories. But as Nin- 
tendo proved with its Mario family of 
stars, creating your own memorable ani- 
mated characters can bring some major 
dividends. 



Sonic the Hedgehog’s free-flowing form 
was created just for video games. 


For one thing, the character can be 
visually fine-tuned to create the personifi- 
cation of their powers, whereas studios 
like Disney and Warner Bros, are 
extremely picky when it comes to altering 
the physical appearance of their charac- 
ters. For another, there's no licensing 
fee to pay and, if the game is a success, 
sequels and merchandising are right 
around the corner, creating a vital profit 
source for the game creators. 

Or, to put it another way, would you 
rather own the rights to Super Widget, a 
popular kiddie cartoon which Atlus 
acquired for translation to the SNES, or 
to Sonic the Hedgehog? 

In fact, if a video game or computer 
contest contains sufficiently appealing 
characters, they might wind up being 
licensed by the movies and TV in a beau- 
tifully ironic turnabout on the usual pro- 
cedure. Look at the success of the film 
Super Mario Brothers, based on the 
adventures of Nintendo's most famous 
siblings. And Bubsy Bobcat, from Acco- 
lade’s hit SNES game, will be appearing 
in his own special later this year. 


Among the newest original cartoon 
characters created for a video game is 
Ardy Lightfoot and his cast of characters 
who’ll be appearing in the forthcoming 
ASCII SNES release named after the pro- 
tagonist. Ardy is a fox with a penguin 
sidekick named Peck, who basically 
serves as Ardy’s attack dog; when men- 
acing creatures show up, Ardy sics Peck 
on them and the penguin’s razor-sharp 
teeth generally make short work of the 
opponent. 

Ardy was designed by Denny Moore of 
Moore & Price Designs, a company that, 
while most readers won’t recognize 
them, have played an absolutely crucial 
role in the design and presentation of 
some of electronic gaming's most popu- 
lar original characters, from the Street 
Fighters to Sonic the Fledgehog. 

Denny is a self-effacing fellow who 
tends to downplay his role in the video 
game revolution, but the fact is that with- 
out him, some of today’s most beloved 
game characters would look considerably 
different. His job: designing new charac- 
ters from scratch (as in Ardy Lightfoot) or 
modify characters from Japanese games 
(such as Sonic and Mega Man) so that 
they will be more attractive when viewed 
through American eyes. 

“I’ve worked on Master Higgins for 
Hudson Soft, and if you look at him when 
he was in the Japanese market, he was 
a very short, pudgy guy, and we made 
him more of a fun-loving, hip character 
that kids could relate to. 

“We took Sonic and we made a few 
changes, we altered his fins and his 
spine. We also worked on Mega Man, 



Bubsy is another character that was 
made with video gaming in mind. 


who we changed from the Japanese ver- 
sion — which was a very young, very car- 
toony-looking character with really big 
eyes — into a sort of small superhero. We 
made him more muscular, added a lot of 
detail and did a good job. 

“The Street Fighter characters started 
out as very Japanese, with small heads 
and huge eyes and we've since adapted 
the characters for every Street Fighter 
game on every platform. We also helped 
develop the Streets of Rage and Eternal 
Champions characters for Sega.’’ 

Moore & Price (for partner Tracy Price) 
have also contributed significantly to 
Sega’s hip new look. They did the entire 
new Sega Line look, the hardware, the 
Sega CD logo, and the Sega Sports logo, 
one of the best logos ever used in the 
business. 

What does Moore see as the primary 
difference between Japanese and Ameri- 
can sensibilities in the area of character 
design and overall packaging? “The 
Japanese like big eyes with an oval 
shape, which I generally try to change, 
subtly, into a more almond shape. Then I 
look at the head, which I try to keep in 
proportion to the body — the Japanese 
tend to exaggerate various body parts. 
Instead of stylizing, I like to take the 
character and make them more realistic, 
what I call a ‘Disneyesque’ look. I also 
like to take the points off the ears of 
characters and make them smaller. The 
Japanese also have a fondness for blue, 
green and pink hair, while I like to make 
the hair somewhat more realistic. 

“What we like to do is use a brush to 
go around the outside, lighter in one 
spot and heavier in another to give the 
character a weight, whereas the Japan- 
ese tend to give their character outlines 
the same weight all the way around.’’ 

“We recently Americanized Pac Man 
for a U.S. game — we’ve done all the 
Namco Pac Man games: Pactris, Pac 
Man 2, all of them. And one of the first 
things we did was make Pac Man’s nose 
smaller; he originally had this Pinocchio- 
sized nose!” 

A character he does like, however, is 
Iguanasoft's Aero the Bat from SunSoft. 
“He’s a good character. I think he needs 
a little more work, but basically he’s on 
his way to being a strong character.” 
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Steel Yourself 
For Adventure 

Recently, however, more sophisticated 
attempts have been made to bridge the 
cartoon and comic book universes with 
state-of-the-art interactive entertainment. 
Virgin Games, for example, has signed 
comic book superstar Dave Gibbons 
(illustrator of the classic Alan Moore 
series Watchmen) to work with develop- 
ers Revolution Software Ltd. on a soft- 
ware project called Beneath a Steel Sky, 
billed as "the world’s first computer- 
based animated comic book adventure.” 
The plot, set in the near-future, sees 
our planet under the dominion of six cor- 
porations, which have systematically 
plundered the ecology, forcing the popu- 


NBC from ‘79 to ‘80). Indeed, Jonny 
even returned to us in comic book format 
several years ago from Comico. 

The show was based on the adven- 
tures of Jonny, the bright young son of 
Dr. Benton Quest, a brilliant scientist 
whose work took him to the four corners 
of the globe. Also along for the ride were 
Jonny’s young friend, Hadji, two-fisted 
adventurer Race Bannon and, of course, 
Bandit the dog. (As an interesting side 
note, the original voice for Jonny was a 
young Tim Matheson.) 

A computer adventure starring Jonny 
has been in the works for years, but it is 
finally ready to debut, courtesy of Holly- 
ware, in time for the holidays, spurred by 
the recent Jonny Quest feature film 
which appeared on USA Network. 


Computer-boons and Conic Strips 


by Bill Kunkel 

While comic book and cartoon charac- 
ters have experienced a boom in the 
video game marketplace, the computer 
world has been considerably less recep- 
tive. For a variety of reasons, computers 
and video games have developed into dif- 
ferent environments. Video game sys- 
tems, for example, are hooked up to the 
TV, where everyone in the family has 
access to it; computers generally sit in 
work stations, in the den or home office, 
away from the flow of house traffic. 

Video games frequently offer multi-player 
games; computer gaming is mostly soli- 
tary. Video game hardware is inexpen- 
sive; computers are costly. 

As a result of these divergent demo- 
graphics, entertainment software for 
computers tends to stress edutainment, 
simulation, stat-oriented sports games, 
and RPGs. Unless he appears in an edu- 
cational context, Bugs Bunny is simply 
not perceived as a hot character in the 
computer software market. 

That’s not to say that there haven’t 
been cartoon and comic strip-based pro- 
grams for PCs. Several years ago, Info- 
corn attempted an experimental series of 
"InfoComics,” marginally interactive sto- 
ries told in a burlesque of comic book 
styles. The interactivity extended only so 
far as to allow users to follow the story 
from the point-of-view of any of the main 
characters. Otherwise, there was no 
game component; just an electronic vari- 
ation on illustrated prose. 


lation to take refuge in corporate-con- 
trolled city-states. The only other alterna- 
tive is life in what is known as The Gap, 
the wasteland areas whose residents are 
known as Gap Dwellers. One of these 
Gap Dwellers is Robert Foster, the play- 
er-character who is captured by security 
forces and taken to the nearest city-state 
as the game begins. 

Beneath a Steel Sky’s ambitious plot, 
full of complex character interactions and 
novelistic details, is driven by Revolu- 
tion’s virtual theater engine which pro- 
duces situation-based reactions on the 
part of the cast. In fact, the game can be 
replayed over and over without exactly 
duplicating the plot and dialogue. Yet for 
all its thematic complexity, the interface 
is designed to be extremely intuitive. 

Questing with 
Jonny Quest 

In addition to games based on comic 
book-style storytelling, the computer soft- 
ware shelves occasionally offer up a 
game based on an honest-to-goodness 
cartoon character. And what better ani- 
mated superstar to helm a computer 
adventure than Jonny Quest himself! 

Although this Hannah-Barbera action 
series ran only a year in prime time (Sep- 
tember 18, 1964-September 9, 1965), it 
left an indelible mark on the baby- 
boomers who saw it during its three Sat- 
urday morning incarnations (CBS from 
‘67 to '70; ABC from ‘70 to ‘72; and 


Another classic animated TV series 
which has been picked up for translation 
to computer is Speed Racer from Acco- 
lade. Genesis and SNES versions are 
scheduled for release early next year, but 
the PC Speed Racer game, The Chal- 
lenge of Racer X, is due in September. 
Users can play the game either as 



The old-time favorite boy hero, Jonny 
Quest, is making a PC appearance. 


Speed, racing in his famous Mach 5, or 
contest as the mysterious Racer X in his 
Shooting Star. Racer X turns out to be 
Speed Racer’s older bro, Rex Racer, and 
the two wind up helping one another in a 
race involving such characters as Cap- 
tain Terror and Snake Oiler. The game 
has car-related features and should pro- 
vide both action gaming and nostalgic 
appeal to the fans of the TV series. 

— Bill Kunkel 





Lord Chaos is wreaking havoc on the world around you. Only the Firestaff can 
defeat this horrendous evil. Do you possess the discipline to focus your energy 
entirely on this ultimate goal? Is your eye keen enough to find hidden levers 
and treasures in the slime-covered walls of this dark, dank dungeon? Can 
you solve the puzzles necessary to unlock the unseen doors to hidden rooms? 

PREPARE YOURSELF FOR DUNGEON MASTER! 


Explore a fourteen level dungeon in real time while 
being stalked by over twenty different hideous, 
growling monsters. 

mk Combine magic symbols to create an endless 
ufi variety of spells. Over 1000 challenging 
combinations are possible! 

\ Contains the revolutionary new DSP chip 
for superior 3-D graphics and enhanced 
interface capabilities for the ultimate 
fantasy role-playing adventure! 


DUNGEON MASTER! 


JVC MUSICAL INDUSTRIE, INC. 

3800 BARHAM BLVD., STE. 305 
I LOS ANGELES, CA 90068 
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EG Previews 
the Games of 



by the Editors of Electronic Games 

The First Look at 
the First Wave 

Less than six months after its official 
debut, 3D0 has become less a bandwag- 
on than a steamroller. At latest count, 
302 publishers have signed agreements 
to make software for the hardware which 
Panasonic, Sanyo, and AT&T will intro- 
duce this fall and winter. 

It’s an exaggeration to say that every 
game company has a 3D0 project, but 
almost all the significant ones do. EG 
predicts at least 30 programs will be 
available for the black box multiplayer by 
the end of the holiday season. 

“We’re right on track,” says a confi- 
dent Trip Hawkins, president of The 3D0 
Company, which licenses the technology. 
Companies hoping to ride the first wave, 
to capitalize on initial enthusiasm, dis- 
played preliminary versions of their titles 
at the summer Consumer Electronics 


Show. The sprawling 3D0 exhibit show- 
cased 35 products from 17 publishers. 

“Preliminary” is the operative word. 
Many of the titles we’re previewing are 
still fairly incomplete. Crystal Dynamics, 
which is kissing close to the 3D0, has 
its projects moving toward Alpha stage (a 
playable, reasonably complete demo), 
but most other titles are still in the early 
stage of the development process. 

Sci-Fi Super-Games 

It’s fitting that this system, which goes 
where no interactive technology has gone 
before, should have so many science fic- 
tion titles in the design pipeline. These 
are the most interesting of the futuristic 
disks: 



Take to the realms of deep space with 
the crew of the starship Enterprise. 


Star Trek: The Next Generation (Spec- 
trum Holobyte) takes a strikingly original 
approach to bringing the television series 
to the gaming screen. The characters 
resemble three-dimensional puppets, 
based on the main cast members, that 
move in an incredibly lifelike manner. 

The set for the Enterprise bridge and the 
animated transporter sequence are visu- 
ally powerful. 

Microcosm (Psygnosis) has the hot- 
test action of any title EG previewed. 
Derived from the same concept as a flop- 
py title also in development, this is an 
incredibly realistic sci-fi game full of 
space ships and hot-looking cut scenes. 

Shock Wave: Invasion Earth 2014 

(Electronic Arts) is a space flight simula- 
tor in the classic tradition of that genre. 
The outer space graphics appear large 
on the screen and beautifully animated. 

Not all entries take such a combative 
view of interstellar encounters. Terra- 
forming newly discovered planets is the 
focus of World Builders, Inc. (Electronic 
Arts). Sid Mead modeled the command 



Shock Wave: Invasion Earth 2014 lets 
players rip through a space flight sim. 


ship in this space-faring strategy game. 
The program has two modes, real sci- 
ence and science fiction. The former is 
so well-researched that EA expects 

World Builders, Inc. to generate some 
edutainment sales, too. 

The 3D0 edition of Jurassic Park 
(MCA) makes the player chief engineer of 
the dinosaur attraction, and the whole 
game centers on the island’s control 
room. Using monitors and remote tech- 
nology, the player must save the 40 peo- 
ple trapped in the prehistoric park after 
the power goes down. 

Park Place, best known for sports 
games like John Madden Football, 

breaks new ground with the 3-D Adven- 
tures Series, starting with Project X. The 
cyberpunk epic won’t be out for some 
time, but it could be a landmark. Park 
Place constructed an entire city in which 
to set this game, which offers the most 
sophisticated graphics this side of the 
latest big budget SF film. 

USO 2015 (MCA) is a cartoon-style SF 
romp. The player rides a skateboard 
through the air in this arcade-adventure 
game. 

Multimedia Fantasies 

Publishers aren’t giving fantasy as 
much attention in their 3D0 product lines 



World Builders, Inc., by Electronic Arts, 
utilizes strategy and science fiction. 
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as they are devoting to science fiction. 
One reason is that SF lends itself better 
to the highly realistic graphics that are 
sure to become a trademark of this plat- 
form’s software. 

The 7th Guest, Part II: The 11th Hour 

(Virgin) is the sequel to this year’s excep- 
tional multimedia program. The story car- 
ries the premise into the present, 70 
years after the events of the first title. 
Mean old Mr. Stauf is still there and up 
to no good. The full motion video (FMV) 
sequences are strongly influenced by 
David Lynch’s Twin Peaks TV show and 
film. 



Futuristic racing cars will quicken the 
pulse of those willing to Crash ‘N Burn. 


Dracula (Psygnosis) will swoop onto 
the platform next winter, with evocative 
visuals and eerie music. Psygnosis says 
that it will not be a punch-and-kick action 
game like the computer title of the same 
name. 



Sports titles are ready to hit the 3DO 
field. Get ready for the competition! 


The Sports Lineup 

Demographics for 3DO are expected to 
skew older than the video game uni- 
verse. Accordingly, good sports games 
will be even more important in attracting 
the audience during the hardware’s criti- 
cal first year on the market. The follwing 
include some of the most intriguing of 


the announced products. Sports fans 
should be quite satisfied! 

3-D Football (Electronic Arts) is a Park 
Place design, and that’s always good 
news for gridiron gamers. The primary 
visual point of view is an on-the-field per- 
spective with the camera set behind the 
offensive team. Users can reposition the 
camera to create any desired viewing 
angle. 

The benchmark for all pigskin simula- 
tions, John Madden Football (Electronic 
Arts), is also headed for 3D0. Expect the 
solid gold play-mechanics to change lit- 
tle, but the sound, graphics, and frills 
will be monumental. 

Crash ‘N Burn (Crystal Dynamics) is a 
multi-player racing game. The driver can 
flip between cockpit perspective and a 
view from behind the car. A variety of 
cars compete on 30 tracks. The cars are 
texture mapped with 20,000 polygons, 
and the race is extremely fast. 

PGA Tour Golf (Electronic Arts) brings 
the well-liked golf simulation to the new 
platform. It boasts the largest golfers 
ever seen in a sports title. 



The links come to life on the screen 
with 3D0’s exciting technology. 


Black Box Brain Games 

Twisted (Electronic Arts), a multi-game 
package, has puzzle, trivia, and arcade 
contests. The trivia game has approxi- 
mately 3,000 Q&As. Zapper is the most 
unusual action title in the anthology. The 
player fires a remote control device at a 
bank of T.V. sets to blot out those 
unwanted commercials. 

Edutainment 

Entertainment is the largest software 
category in the 3D0 catalog, but edutain- 
ment is strongly represented. Fall-winter 
offerings include both original designs 
and ports from other systems. 



Shelly Duvall lends her voice to the 
3D0 version of It’s A Bird's Life. 


BusyTown (Paramount), for ages 3-7, 
is an exploration of a charmingly drawn 
little town. BusyTown is filled with child- 
pleasing activities. It’s from the same 
design/development team that did Ecco 
The Dolphin and the forthcoming Peter 
Pan for Electronic Arts. 

It’s A Bird’s Life (Sanctuary Woods) is 
a port of the excellent computer product. 
Shelly Duvall’s narration is wonderful. 

That’s Entertainment! 

Games aren’t the only way to have fun 
with 3D0. The new mix includes numer- 
ous products which aren’t games, but 
which nonetheless promise hours of 
pleasurable puttering. 

CPU Bach (Microprose) writes music 
in the style of J.S. Bach for any mood 
and occasion. The compositions are orig- 
inal, and no two are alike. The program 
can also generate a variety of visuals, 
including a lava-lamp effect. CPU Bach 
also makes use of the 65,000 pictures 
available as part of the basic 3D0 library 
to present visual accompaniment to its 
musical compositions. 

If playing golf is more your thing than 
playing a fugue, Intellimedia is readying a 
series of interactive instructional pro- 
grams. There will be a whole series of 
baseball tutorials conducted by college 
coach extraordinaire George Frazier, plus 
similar products for football and golf. And 
if you like your sports more sedentary, 
there’s a disk to teach better technique 
in the casinos. 

The Wrap-Up 

That’s our first look at new technology. 
Electronic Games will track the progress 
on these projects and report on them as 
they progress to alpha and beta stages. 
There's a new era coming in the hobby, 
and 3DO looks like the prime catalyst. 
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BOLDLY COINS WHERE NO 
MAGAZINE HAS GONE BEFORE... 



Take a step into the incredible 
world of HERO, the new magazine 
of comics and comic book 
collecting from the publisher 
of EGM! Each big issue of HERO 
is loaded cover to cover with 
exclusive info on the latest 
developments in comic books - 
including special interviews 
with the hottest artists, 
reviews of new titles, and a 
price guide to track the value 
of your collection in a format 
unlike anything you’ve ever 
seen before! 

Printed in four-color 
throughout, HERO is 
packed with insider news 
and exclusive art, as well 
as exclusive previews 
and price lists for new 
non-sport trading cards 
and collectible action 
figures! Throw in 
incredible info on 
new movies, 
animation, video 
games and more, 
and you get an idea of 
what HERO is all about! 


ALL NEW! 
ALL COLOR! 
ALL OUT! 


Dr. Mirage TM & Voyager Communications: Batman/Grendel TM & DC Comics. Comico. and Malt Wagner: Star Trek: Deep Space Nine TM & 1993 Paramount Communications: The Amazing Spider-i 

TM & Marvel Entertainment Inc.: Clitfhangcr TM & 1993 Carolco Pictures: Mortal Kombat TM & WMS. Inc. & Acclaim Entertainment: Akira TM & Streamline Pictures: Godzilla TM & Toho Co. Ltd. 




THE GREATEST NEW VIDEO GAMES! 


FANTASTIC ANIMATION AND ANIME! 


CULT MOVIES AND SPECIAL EFFECTS! 




• INFO ON THE BEST NON-SPORTS CARDS! 




PRICES AND NEWS ON TOYS & FIGURES! 


LLLUfe^Lfc/AA-Lsk 

THE HOTTEST NEW GUIDE TO COMICS IS 
MUCH MORE THAN JUST A MAGAZINE... 


HERO 'PREMIERE EDITION" COMICS 

Packed into every issue you’ll find 
special sneak previews of upcoming 
comics and original stories created 
exclusively for HERO! These foil- 
covered comics will not be found any- 
where else, and are sure to be on the 
top of every collector’s “most wanted” 
list! Rip open HERO #1 and you’ll find i 
an original Star Trek: Deep Space Nine / 
adventure that will never be re-printed / 
again as well as an exclusive preview / 
of Batman/Grendel, with original foil- 
cover artwork by Matt Wagner! 


CAY/VO 


EXCLUSIVE COLLECTOR CORDS 

The most incredible array of super- 
heroes and other characters are 
immortalized in the HERO collection 
of trading cards! Bearing the hottest 
names in the business, only HERO 
can help you complete your card 
sets with style! 


SPECIAL "GOLD CARD" CONTESTS 

This is your once-in-a-lifetime shot at the 
most important and prized comic books of 
all time! Every month the “HERO GOLD” 
contest card invites you to scratch and win 
dozens of prizes ranging from limited edi- 
tion ‘Gold’ cover versions of popular titles 
to incredible signed comics and prints! 

One lucky reader of HERO #1 will even 
win an Amazing Spider-man #1 - the ulti- 
mate comic book prize! 


The HERO Deluxe Package, 
Found Exclusively At Your Local 
Comic Book Retailer! 

The Adventure Begins JUNE 6th! 
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by the Editors of Electronic Games 

Our Editors Pick the 
Best New Games 

Christmas comes early in the electron- 
ic entertainment world. Makers of video, 
computer, multimedia, and portable 
games unwrapped their most spectacular 
new entries at the Summer Consumer 
Electronics Show (SCES). More than 
50,000 delegates braved wind, cold, and 
driving rain to jam the North Hall of 
Chicago’s McCormick Place during the 
first week of June. Another 50,000 rank- 
and-file gamers paid $10 a pop to cruise 
the wild aisles on the final day. 



Clay Fighter, with its unique animation, 
was one of the many hits at the CES. 


Six EG editors spent nearly a week of 
18-hour days looking at the cutting-edge 
of interactive electronic entertainment. 
The result is our consensus picks for the 
hottest funware on its way to market this 
fall and winter. 

The Best 
Video Games 

The 1993 holiday season is slated to 
be the most successful in the 16-Bit era. 
Sega has a very strong product lineup 
(see details next issue) and appears like- 
ly to retain the top spot for the foresee- 
able future. Nintendo isn’t standing still, 
either, although it has declined to jump 
on the multimedia or virtual reality band- 
wagon. Designers and developers are 


learning to maximize the hardware, even 
as new chips increase many system 
capabilities. 

Sega announced a new chip, essential- 
ly its answer to Nintendo’s SFX, but it did 
not show any games based on it. That 
should be a highlight of the Winter Con- 
sumer Electronics Show in Las Vegas 
next January. 

And now, the top choices for the Sum- 
mer CES... 

Brett Hull Hockey 

Accolade 

SNES 

Electronic Arts has dominated the 
hockey video game market for several 
years with NHLPA Hockey and later 
refinements. That era may be ending. 
Brett Hull Hockey is the first serious 
challenger. 

It’s a wicked, on-the-ice hockey simula- 
tion that plays great and looks greater. 
Developed by Radical Entertainment, it’s 
a slashing, body-checking classic. It 
sparkles with addictive game play, realis- 
tic sound effects, and superb visuals. 

Brett Hull Hockey carries the NHLPA 
license, so it has all the teams and play- 
ers. Even ace sportscaster Al Michaels is 
on board for play-by-play. 

Brett Hull Hockey will be skating 
toward both the Genesis and SNES, but 
it was the SNES version that impressed 
EG’s editors at the show. Its eye-popping 
use of Mode 7 to keep the action flowing 
gave it the edge over other editions. 

The designers moved the cameras 
down, to just above the ice, so that play- 
ers skate into the distance, rather than 
scrolling vertically or horizontally. The 
skaters are large, and the action is 
authentically bruising. 

It remains to be seen whether gamers 
will prefer Brett Hull to the latest edition 
of NHLPA Hockey. Some titles falter in 
the final stages of pre-publication, while 
others come out fine, but not quite as 
good as it seemed they could. At the 
least, Brett Hull has a chance to make a 
huge impact on electronic sports gaming. 

Clay Fighter 

Interplay 

SNES 

Fans of Will Vinton’s animation, most 
widely seen in the California Raisins 


commercials, will want a new series of 
games coming from Interplay. While the 
side-scroller Clay-Mates is delightful, 
EG’s editors reserved their loudest 
applause for this martial arts romp. 

The characters in the 16-Meg title are 
aptly described as larger-than-life. 

Choose from among six characters, 
including an Elvis impersonator, for head- 
to-head battle against huge enemies. 

Although the incredible detail and com- 



ESPN Baseball will let players feel the 
intense action of pro baseball at home. 


plexity of the animation is Clay Fighter’s 
most obvious selling point, the play- 
action is riveting, too. Clay Fighter incor- 
porates many hidden moves and subtle 
combination attacks that should test the 
skill of any electronic black belt. 

The violence owes more to cartoons 
than Norris and Seagal movies. When 
the fighters get hit, their bodies distort in 
highly amusing fashion. 

ESPN Baseball Tonight 

Sony Imagesoft 

Genesis 

ESPN, the national cable TV sports 
service, has watched the development of 
electronic sports games, but the network 
has stayed on the sidelines. It refused to 
lend its name to a product until the tech- 
nology advanced to the level they felt 
was needed for a truly satisfying game. 
ESPN Baseball Tonight, by Park Place, 
shows ESPN may’ve had the right idea. 
Summer CES overflowed with terrific 
sports games. This game is champi- 
onship caliber, even in such blurring, 
fast company. 

The most remarkable thing about this 
game is its visual presentation. Gamers 
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will rub their eyes in disbelief at first 
sight of the beautifully modeled players 
and realistically articulated human move- 
ment. The pitcher, batter, and fielders’ 
body language is on the same exalted 
level as the lifelike animation seen in 
Prince of Persia. The big difference is 
that these figures are, of course, much 
larger sprites. 

ESPN Baseball Tonight capitalizes on 
the fame of the network’s on-air person- 
alities, studio sets, and even the ESPN 
theme music to foster the illusion of 
watching a game on TV. 

Versions of this game are also being 
produced for the SNES and Sega CD. 

The game features real major league 
team logos and uniforms, though not the 
actual players. A new arcade baseball 
standard comes along only once every 
few years. This could be the one for the 
mid-1990s. 

Jurassic Park 

Ocean 

SNES 

Big-time licenses and cutting-edge 
gaming don’t always go together. This 
could be a major exception. 

Jurassic Park, based on the sensa- 
tional Michael Crichton thriller and 
Steven Spielberg movie, is an innovative 
interactive experience. It’s also an 
encouraging sign that Ocean is ready to 
become a leading video game publisher. 

How many times have developers 
warped an innovative game concept 
derived from a film into a generic plat- 
form contest? Ocean wound up keeping 
closer to the spirit of the novel than the 
movie, even integrating the book’s cele- 



In Jurassic Park, players must help 
Grant escape from monsters gone wild. 


brated use of chaos theory into the game 
play. 

Grant, the hero, is a paleontologist 
who has several vital tasks to perform to 
complete the game. Dangers threaten 
constantly as Grant explores the attrac- 
tions of the theme park from Hell. The 
main task is to collect the eggs which 
are being laid by supposedly sterile 
dinosaurs. Grant must also get the vari- 
ous buildings up and working. 

Exterior scenes use an angled over- 
head perspective while the interior 
sequences employ a virtual reality-like, 
first-person view similar to the well-liked 
Wolfenstein 3-D. 

Game play ranges widely over the 
entire island. The scientist encounters 
raptors, spitters, compys, a herd of ste- 
gasauri, and the inevitable T-Rex. 

The sound rates high, too. This is the 
very first game to feature Dolby Surround 
Sound capability. 

This game comes in the long line of 
movie-to-game translations, and pulls off 
the trick quite well. It is often difficult to 
recreate the incredible sights and 
sounds of hit movies, especially one with 
the outstanding special effects and 
sound effects seen and heard in Jurassic 
Park. Spielberg himself might be quite 
impressed with this game. 

Kudos to Ocean for not taking the easy 
way out. The NES version, also from 
Ocean, is similarly excellent. 

Mortal Kombat 

Acclaim 

Genesis 

The chart-topper from the arcades will 
be coming home this September, with 
versions for the SNES, Genesis, Game- 
Boy and Game Gear. EG liked the Gene- 
sis cartridge the best as of the Summer 
CES. 

There is always a danger when trans- 
ferring a hit arcade to the video format. 
The overall enjoyment one receives from 
the arcade versions is often hard to 
recreate on a smaller scale. However, 

SF2 pulled it off, and that paved the way 
for others. 

Mortal Kombat takes martial arts to a 
new level on the video platform, featuring 
fantastic digitized footage and large-sized 
fighters that are absolutely great to view. 


Video Game 
of the Show 

Aladdin 

Virgin/Sega/Disney 

Genesis 

Fans of the Disney animated fea- 
ture have a new way to enjoy its 
magic, humor and emotion. The car- 
tridge transports the player to 
Agrabah to become the hero of the 
fantasy. Disney’s Aladdin eclipses 
their other licensed titles, because 
the studio’s animators contributed 
the game’s artwork. This makes 
characters look and move as beauti- 
fully as in the movie. 

Aladdin is a joint project among 
Disney, Sega and Virgin Games. The 
three companies cooperated to pro- 
duce the exciting multi-level game. 
Aladdin must make his way through 
the marketplace, prison, palace, 
desert and even the Genie’s magic 
lamp before confronting the evil 
Jafar. Aladdin can throw apples he 
collects during his journey at 
guards, lago the parrot and other 
enemies. 

The Genie is both guide and way- 
point in each level. This eliminates 
restarting a level when the health 
points drop to zero. Aladdin is an 
action-packed arcade game, but one 
that players of all levels of ability 
will enjoy. 

Besides the stunning animation 
and gorgeous background illustra- 
tions, players will also love the 
humor. Camels spit when Aladdin 
hops on their hump, and the guards 
jump out of their clothes when hit by 
apples. 

Wonderful sound effects empha- 
size the humorous situations and 
accompany the game’s action. 

Three songs from the soundtrack, 
including the Grammy Award-winner 
“A Whole New World,” are featured 
in the game. 

Aladdin reflects all the excitement 
and magic of the movie. A stronger 
recommendation than that is hard to 
imagine, so get ready to experience 
one heckuva great game! 
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The game includes seven warriors: Liu 
Kang, Johnny Cage, Kano, Sonya Blade, 
Rayden, Sub-Zero or Scorpion; they kick 
and punch through many battles. 


Riddick Bowe Boxing 

Extreme 

SNES 

Super Bowl and World Series heroes 
go to Disneyland. Apparently, heavy- 
weight boxing champs have a different 



Riddick Bowe is the latest champ to 
join the contenders in the video ring. 


destination, the many video gaming 
screens of America. 

The object is to create a customized 
pugilist and climb the ladder to the top of 
the boxing world. The player determines 
the contender’s physical appearance 
(hair, skin, trunks, gloves, name) and 
adjusts capabilities (power, speed and 
stamina). The challenger fights through 
25 ranked opponents to gain a shot at 
Bowe’s title. The main screen shows 
detailed large fighters, pictured from hip 
up, with their features very well defined. 
Beneath this close-up is a face and torso 
window of each boxer, flanking a power 
bar for each. Above is a small image of 
the ring, with the fighters’ miniaturized 
bodies shown in 3/4 overhead perspec- 
tive for tracking the boxers in the ring. 
This set-up gives a close-up of punching 
exchanges without neglecting the effect 
of ring generalship. 

The controls are smooth, and allow a 
variety of feints and dodges, plus punch- 
es and roundhouse blows accompanied 
by realistic sound effects. Perhaps the 
best part is the effect of the bouts on 
the fighters: they age as they advance 
through the tournament, and the power 


ratings go up and down based on wins 
and losses. Options let the gamer 
choose to box from the left or right side 
of the screen, and there’s even a setting 
for matching Riddick against himself, in 
a real test of power fighting. 

RoboCop vs. Terminator 

Virgin 

Genesis 

The fans always want more. They 
always yearn for the seemingly impossi- 
ble match-up, whether it's boxers from 
different eras or comic book heroes from 
rival companies. 

Pop culture is rife with hypothetical 
questions and debates. Can Alien beat 
Jason? The Predator could kick the Pun- 
isher's butt! Itchy & Scratchy would rule 
over Fievel and Mighty Mouse in an all- 
toon tag team match! 

Profound musings like these inspired 
the Dark Horse Comics series, RoboCop 
vs. Terminator. Now the idea has led to 
the hottest shooter at the Consumer 
Electronics Show. Don’t worry about the 
logic, just pick up a controller and dive 
into this pulse-pounding action contest. 

The player becomes RoboCop in this 
platform twitch-fest. The armored 
avenger has the ability to fire in many 
directions with a wonderful assortment 
of sweet weaponry. RoboCop needs 
every shell and bullet to take out the 
most invincible bad guy this side of 
Charles Barkley. 

Unfortunately, however, gamers don’t 
get to control the Terminator. Reportedly, 
one of the license holders applied heat 
to prevent this option. It is claimed that 
it would be unsuitable to let young 



RoboCop is about to meet his match 
when he faces off with the Terminator. 


gamers role-play the villain of the piece. 
Outside of that one limitation, there’s 
not much to criticize here. 

Dramatic graphics, maximum play- 
action, and cool, pop culture characters 
make RobocCop vs. Terminator a guar- 
anteed hit this winter. 



Yahoo! Sonic's built-in speed will make 
this video pinball soar to new heights. 


Sonic Spinball 

Sega 

Genesis 

Those who thought the pinball 
sequences were the highlight of Sonic 2, 
rejoice! Sonic Spinball is more of the 
same, and then some. This brilliantly 
conceived game thoroughly explores the 
possibilities of electronic pinball. 

Some attempts to put familiar charac- 
ters into new contexts just don’t seem to 
work out right. Pac Man II (see next 
issue for details), doesn’t capture the 
essence of the manic muncher, but no 
one could claim the same about Sonic 
Spinball. 

All the characters, including everyone’s 
favorite hedgehog, are here. Tails, Dr. 
Robotnik and the rest are all involved in 
a wild chase through Robotnik’s Veg-0 
Fortress. The robot factory is built inside, 
and powered by, an active volcano. 

Sonic is one heavy duty hedgehog in 
this third video gaming cartridge. 

Dressed in a pair of gangsta-fashionable 
Power Sneakers, he's souped-up with a 
Sonic Spin Attack and several other new 
moves. 

This is Sonic’s journey from one crazy 
pinball environment to another. The 
game moves at dizzying speed with the 
excitement of the best electronic pinball. 
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The Best 
Computer Games 

Don’t mothball that 386 yet! Although 
some programs don't run well on any- 
thing less than a 486, a lot of publishers 
are reluctant to abandon the millions of 
consumers who have a 386sx. Support 
for the recently introduced 586 hasn't 
materialized yet, but that should change 
over the next six months. 

A lot of publishers are using their com- 
puter game projects to tool up for multi- 
media. As a result, there are quite a few 
games that feature audiovisual effects 
that far surpass titles introduced as 
recently as 1992. 

Gabriel Knight: Sins of the Father 

Sierra 

MS-DOS 

Stepping into the elfin boots of Rober- 
ta Williams on King's Quest VI did not 
daunt Jane Jensen. This excursion into 
horror adventure indicates that a new 
star has just arrived on the adventure 
gaming scene. 

It all starts with a macabre nightmare. 
As the terrified dreamer, the computerist 
sees a woman being burned alive who 
morphs into a leopard. Then the view 
shifts to a grim scene of a hanged man. 
Heady stuff to start a gruesome, mysteri- 
ous adventure! 

The plot concerns a writer in New 
Orleans, who learns about a voodoo mur- 
der that happened 300 years earlier. The 
intrepid scribe becomes a sleuth when 
he sets out to solve the mystery. 

Sierra has utilized letter box graphics 



Gabriel Knight must find out who is 
behind some grisly vodoo murders. 


which heightens the cinematic feel. A 
CD-ROM version of Gabriel Knight, 
recently announced for next winter, incor- 
porates verbalizations for all characters, 
but the sound and music of the floppy 
version are excellent, too. 

Sierra is now unalterably committed to 
icon-driven interface. The latest genera- 
tion introduced in this program, now 
breaks the “Do” command into four func- 
tions (pick up, look, etc.) for easier use. 
There’s lots of conversations with locals 
to provide necessary clues, as the writer 
investigates a series of ritual murders, 
the voodoo cult, and a romance. 

Gabriel Knight's vigorous graphics and 
exotic story set it apart from the usual 
Sierra On-Line titles, most of which are 
much lighter in tone. 
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Indy car fans are sure to be pleased 
with the updated version of Indy 500. 


Indy Car Racing 

Papyrus 

MS-DOS 

The same design/development group 
that did Indy 500 is back at the track. 
This time, they're publishing the results 
under their own label. Indy Car Racing is 
better in many ways than Indy 500. 

The improvements start with the auto- 
motive drawings. This action-simulation 
features large cars composed of texture- 
mapped polygons. The disk includes 
eight complete tracks. Papyrus promises 
an add-on disk, with an equal number of 
courses, for sometime in 1994. 

Papyrus makes the most of the license 
by producing an exacting replica of the 
famed Indianapolis track and the cars. 
Even the billboards that line the lanes 
are included! 


The player can take his car to the 
garage for bumper to bumper customiz- 
ing. The driver can select tires, fuel, 
wings (front or rear), stagger, suspen- 
sion, and the engine. The result is a car 
that bears the operator’s personal 
stamp. 

The animation rate is a speedy 15 
frames per second on 486 computers. 
Papyrus claims Indy Car Racing unreels 
at the same rate on the 386, if some of 
the visual details, such as texture map- 
ping of the grass, the billboards, and the 
car itself, are suppressed. 

An important feature these days is 
telecommunication support. Indy Car 
Racing is modem enabled, and the com- 
pany has a BBS for real-time racing. 

Papyrus is currently working on 


Computer Game 
of the Show 

Stonekeep 

Interplay 

MS-DOS 

To paraphrase a well-known com- 
mercial, you’ll swear this is multime- 
dia, but it’s not. Stonekeep may 
redefine state-of-the-art for computer 
RPGs. 

Finally, here is a game with a 
totally invisible interface. The first- 
person POV fills the entire screen, 
with no distracting windows, icons, 
or hit point counters to mar the real- 
ity of the experience. Stonekeep, 
from Interplay (creators of Bard's 
Tale, Battlechess, and Castles), is 
the most cinematic RPG ever pro- 
duced. The mouse controls the play- 
er-character’s hands (and whatever 
they’re holding in those hands) while 
the keyboard direction keys guide 
the p-c’s feet. 

Stonekeep encompasses 13 dif- 
ferent domains with an automapping 
feature to keep track of where the 
party has been. Producer Michael 
Quarles and his development team 
invested ten man-years in the cre- 
ation of this breakthrough game, 
and it shows. Stonekeep is perhaps 
the most accessible RPG in the his- 
tory of electronic entertainment. 
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March Madness is coming soon to PCs. 
Concentration is the key on free throws. 

technology which they hope will link up to 
33 players in spectacular head-to-head 
races. Meanwhile, we’ll all have this 
streamlined simulation to enjoy. 

NCAA Basketball: Road to the 

Final Four 2 

Bethesda 

MS-DOS 

Bethesda was the most improved com- 
puter game publisher at the Summer 
CES. This is one of the reasons why. 

No electronic basketball simulation 
has ever captured the essence of the 
sport the way John Madden Football 
(EA/Genesis) did for the gridiron. NCAA 
Basketball could change that forever. 

It’s that good. 

Bethesda was extremely unhappy with 
the original version of NCAA Basketball, 
and vowed to get it right the second time 
around. They have fulfilled that vow with 
the most realistic five-on-five roundbail 
simulation in the history of interactive 
entertainment. 

Each player is controlled by an individ- 
ual Al engine based on actual NCAA sta- 
tistics, while the on-screen, digitized b- 
ballers and user-selectable camera 
angles provide an astonishingly high 
level of visual realism. The game 
employs a 360-degree, 3-D graphics envi- 
ronment and the exclusive VoxFX multi- 
layer digital sound technology to height- 
en the sense of watching human beings 
playing on a real basketball court. 

This is an amazing achievement from 
one of the best publishers around. 

SimCity 2000 

Maxis 

MS-DOS, Macintosh 


Few games have a more devoted core 
of players than SimCity. This upgraded 
version of SimCity on the way lets users 
design even more detailed urban areas 
with enhanced graphics, special fea- 
tures, and all new disasters. 

SimCity 2000 offers a built-in terrain 
editor and an angled visual perspective 
more reminiscent of Populous than the 
original SimCity. There’s also a zoom 
option which provides detailed close-ups 
of any selected area, nine types of power 
plants (including solar power, which is 
really only useful as a backup energy sys- 
tem), subways, schools, and an impres- 
sive range of alternative options. There’s 
also a special mode for viewing construc- 
tion underground, especially helpful 
when building a subway system. Users 
can even construct tunnels through 
mountainsides when necessary. And 
though Godzilla doesn’t appear on com- 
mand to trash the urban landscape, 
there is a UFO attack which can be 
staged by clicking on the disaster menu. 

Although upgraded versions of existing 
products rarely make a best-of-show list- 
ing such as this, SimCity 2000 is such a 
remarkable reworking of a classic theme 
that it unquestionably belongs among 
the elite products listed here. 



SimCity 2000 challenges players to 
thrive with future urban technology. 


The Terminator: Rampage 

Bethesda Softworks 

MS-DOS 

The graphics are blazing hot in this 
sequel to Terminator 2029. It was one 
of the most intense action games on 
computer at the Chicago exhibition. 

Skynet returns as the adversary. The 


mission is to destroy the machine in a 
high-action contest, fortified with role- 
playing elements. 

Bethesda’s revamped weapon system 
and rotational battle engine provide the 
fireworks through 32 levels. The art is 
spectacularly animated, and the sound is 
dynamic. 



Victory at Sea is a tactical sea combat 
game that will challenge all comers. 


Victory at Sea 

Three Sixty 

MS-DOS 

Victory at Sea, produced with help 
from Jim Dunnigan, has the best strate- 
gic command control for the WWII Pacific 
theater produced to date. Play begins the 
day after Pearl Harbor and continues 
until one side claims victory. 

VAS uses the V4V logistics model and 
the revised auto-navigation routines 
which will also be found in Harpoon II. 
The game depicts the whole Pacific The- 
ater, from the Panama Canal to India 
and the Aleutians to Australia. 

VAS isn’t tactical like Harpoon. The 
gamer serves as an operational comman- 
der. Major activities are plotting the 
grand strategy, supervising new construc- 
tion, assessing logistics and evaluating 
intelligence and damage reports. Players 
can delegate any of these functions to 
staff assistants, if desired. 

The artificial intelligence, so vital to 
the enjoyment of solitaire gamers, is out- 
standing. Head-to-head play is still the 
best experience, but the extensive Al 
makes Victory at Sea one of the most 
challenging games you can play against 
the machine. No landlubbers will thrive 
on the open sea during combat! 
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The Best 

Multimedia Games 

Multimedia games are increasing in 
quality and number each month. Here's 
a look at some of the winners at CES. 

Dracula Unleashed 

ICOM Simulations 

CD-ROM (also Macintosh CD) 

Over 135 scenes of live action, and a 
total of 96 minutes of video to create a 
five-day mission to find and destroy Drac- 
ula in Victorian England. This vampiric 
encounter includes alternate plot paths 
and multiple endings. The outcome 
depends on the player's wit and helpful 
items from inventory. 

ICOM hired script writers and profes- 
sional actors to insure the quality of the 



Dracula returns, this time with ICOM’s 
programming genius behind him. 


full-motion video. It even rented a large 
wolf! It took a month of filming in Min- 
neapolis to create the absolutely out- 
standing visuals. 

The atmospheric tale is set ten years 
after the ending of Bram Stoker’s mas- 
terpiece, and characters from the book 
join new personalities, as they try to 
identify and kill the Count. 

The special care shows throughout the 
game, especially with sets and costum- 
ing. The style and decor is true to its 
period. 

The interface is intuitive. Travel around 
London is a snap: a click on the beauti- 
fully rendered map produces a message 
of how long the trip will take then trans- 
ports the player to that spot. 

Dracula Unleashed is the first product 


that truly captures the Bram Stoker char- 
acter, along with the soul-stinging horror 
associated with the many myths and 
tales of the dreaded vampire. 

Godzilla 

Turbo Technologies, Inc. 

DUO SuperCD 

With blockbusters like Street Fighter II 
and Mortal Kombat around, a new mar- 
tial arts game needs something special 
to get noticed. This one’s got it. 

Godzilla stars the famous Japanese 
movie monsters in a punch-kick-stomp 
festival. One or two gamers choose a 
behemoth, then use its special moves 
(radioactive fire, spinning tail drop, etc.) 
in a creature-to-creature confrontation 
that echoes the more ludicrous scenes 
in Godzilla movies. 

Mortal Kombat 

Acclaim 

Sega CD 

While all three of Acclaim’s home con- 
versions of the Bally/Williams coin-op 
mega-hit (SNES, Genesis, and Sega CD) 
are impressive, the Sega CD version of 
Mortal Kombat comes closest to repro- 
ducing the arcade game in all its gory 
glory. Two combatants, seen from a side 
perspective, take one another on in a 
Street Fighter-like orgy of martial arts 
mayhem. There is the usual rogue’s 
gallery of opponents, including the awe- 
some challenge of Shang-Tsung, a 
shape-shifter who can assume the physi- 
cal appearance and abilities of all the 
game's opponents. 

What made Mortal Kombat so unique 
in the arcades is also the keynote in the 
home versions: the combatants are all 



Mortal Kombat will appear on the Sega 
CD to challenge fighters of all ranks. 


rendered as large, digitized figures, giv- 
ing the game a level of realism not found 
in the other street combat contests. The 
SNES version and, especially, this Sega 
CD conversion, also add the beautifully 
contrasting backgrounds, with their orien- 
tal art motif providing the perfect coun- 
terpoint to the foreground fighting. This 
title will be welcome on the Sega CD. 

My st 

Broderbund 
Macintosh CD-ROM 
Early in the CD-ROM era', two brothers 
dazzled the tiny audience of pioneers 


Multimedia Game of 
the Show 

Lethal Enforcers 

Konami 
Sega CD 

Good, solid shooters are a catego- 
ry sorely lacking in the multimedia 
arena. Even the Sega CD system 
has surprisingly little software for 
gamers who want to take out their 
frustrations by blasting sprites off 
the screen. 

Enter Konami’s Sega CD version 
of its smash coin-op, Lethal 
Enforcers, in which the player is 
cast as a law enforcement officer 
battling against an army of street 
thugs with the help of a pistol-style 
light gun. A plastic six-shooter light 
weapon will actually be enclosed 
with every game, thereby totally 
recreating all the thrills and action 
of the arcade game. 

Digitized, on-screen bad guys turn 
up in cars, behind windows, and in a 
variety of appropriately felonious 
postures, and it’s up to the player to 
take them out without wasting any 
innocent bystanders. This is a spec- 
tacular target-oriented twitch game, 
with all the puise-pounding, mind- 
less entertainment value a gamer 
could hope for in one package. So 
settle back and wait for one or more 
of its urban thugs to make your day. 

Lethal Enforcers will also be 
released on the Genesis and SNES 
in cartridge format. 
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Myst is a magical world where good 
reading skills will come in very handy. 

with The Manhole. Rand and Robyn 
Miller’s game demonstrated point-and- 
click adventuring without the headaches 
of typing. The Millers further refined their 
approach in Cosmic Osmo, Spelunx and 
Caves of Mr. Seudo. 

Their latest, Myst, allows players to 
explore an incredibly rich world. And 
there’s an intricate story behind the daz- 
zling graphics and special effects. 

Myst is the magical world in which the 
game unfolds. When the player is able to 
reconstruct books, they transport him to 
other worlds, where the author's sons 
have become trapped in mystical tomes. 
The gamer must search the various par- 
allel worlds to find the red and blue 
pages that reveal the brothers’ story and 
also uncover the mystery of their father's 
disappearance. 

Myst is unique in many ways. The col- 
orful 3-D graphics are fully rendered in 


photographic realism. A flexible structure 
lets adventurers explore Myst without try- 
ing to solve the mystery. The Millers 
designed and produced the program 
mostly on their own, along with some 
technical assistance. It represents two 
years of work and a whole lot of render- 
ing. The non-threatening environment 
and open game system captivate players 
in a matter of minutes and entertain for 
countless hours. The 7th Guest opened 
players’ eyes to the future of CD-ROM 
technology for entertainment. Myst 
leapfrogs Trilobyte’s hit game and takes 
CD-ROM to the edge of virtual reality. 

Stellar Fire 

Dynamix 

Sega CD 

What do you get when you cross Stel- 
lar 7 with Nova 9? The exact details are 
still in flux, but count on plenty of first- 
person shooting. Stellar Fire gives play- 
ers the same type of intense experience 
as the two earlier games, but enhanced 
to take advantage of the capabilities of 
the new format. 

As a pilot in the Stellar Force, all 
you’ve got to do to polish your legend is 
save the Earth. All this requires is annihi- 
lating six moons’ defense shields and 
destroying the communication and 
defense systems on the planet. Did I 
mention that you’ll be assaulting this 
mighty interstellar empire with just one 
ship? If saving the world were easy, 
everyone would want to be a hero. 

It’s a flying and shoot- 
ing first-person action 
extravaganza, featuring 
beautiful polygon-based 
3-D graphics and out- 
standing special effects 
and explosions. The pilot 
must explore the sur- 
faces of the moons to 
locate the enemies, and 
the fast battles make 
good tests of the shoot- 
er’s skills. 

The audio portion of 
the game isn’t as far 
along as game play and 
graphics. The original 
musical score has a dri- 
ving, insistent quality that 
goes well with the action, 


and there’s some use of digitized 
speech. 

Hot action games aren’t common in 
multimedia yet. Stellar Fire is a really 
good one. 

Voyeur 

Phillips 

CD-I 

Analysts may question the viability of 
this multimedia system, but here's a 



Voyeur contains lengthy portions of live 
video, which gives it a movie-like feel. 

piece of gameware that is making every- 
one take notice. 

Voyeur stars Robert Culp and Grace 
Zabriskie in a Hitchcockian murder mys- 
tery. The title refers to the player, who is 
a surveillance investigator, a whiz with 
camera, video tape, bugs, and micro- 
phones. The player peeks at various 
rooms in a sprawling mansion to gather 
clues about events occurring there over a 
weekend. 

Former astronaut Reed Hawke would 
like to run for president, but there’s 
treachery afoot. The successful player 
may be able to figure out what family 
member is to be killed, and actually stop 
the murder. But, the user can choose to 
just view the story, or become a charac- 
ter in the story. This special feature is a 
unique twist to most adventure-gaming 
fare that comes off quite well. 

The technology is exciting. Voyeur con- 
tains over an hour of video, plus 3-D-gen- 
erated graphic, audio and sound effects. 
Voyeur may not have the power to trans- 
form CD-I into a mass market success, 
but this cinematic adventure is the har- 
binger of the next generation of multi- 
media entertainment. Look for future 
releases of such games to be quite hot. 
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The Best 
Portable Games 

The balance of power in the portable 
field appears to be shifting. Nintendo is 
still on top with the black and white 
Game Boy, but Sega’s color portable 
Game Gear has established itself in the 
last 12 months. The Lynx, marketed by 
Atari, is still alive, though the company 
declines to discuss its future plans in 
the portable area. 

Batman: The Animated Series 

Konami 

Game Boy 

Batman confronts the Joker, Mr. 
Freeze, Catwoman, The Penguin, and 
other Gotham City bad guys in this 
superb adaptation of the animated TV 
series. No Game Boy cartridge boasts 
better artwork and graphics than this 
five-level platform game. It does an 
admirable job of evoking the feel of the 
Fox series. 

Each of the first four scenarios com- 
prises a complete "episode.” The final 
sequence is a battle royal in which Bat- 
man challenges all five Gotham crime 
bosses. 

Konami has gone to great lengths to 
insure that this cartridge offers players 
the same style, look, and dramatic struc- 
ture as the TV show (which just happens 
to be the number one show among the 2- 
to-11 and teen-age groups), and it has 
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Desert Strike was a success on the 
Genesis, and is coming for Game Gear. 

succeeded. The animated TV show is, in 
many ways, a throwback to an earlier, 
less psychotic, Batman, and this game 
revels in Batman’s status as a hero, 
rather than stressing his trendier, Dark 
Knight image. 

Desert Strike 

Domark 

Game Gear 

When Electronic Arts released the orig- 
inal Genesis edition in 1992, Desert 
Strike attained cult status. Its ray-traced 
graphics and sandswept scenery made it 
a favorite of most action gamers. Now 
Game Gear owners can find out what 
caused all the excitement. 

Although designed before the Gulf 
War, Desert Strike foreshadows events 
and scenarios that subsequently hap- 
pened in the actual conflict. A typical 
example is the mission to guide an 
Apache combat chopper into an enemy- 
held city to rescue an American TV news 
crew — with uncanny prescience. 

Desert Strike adapts surprisingly well 
to portable form. This excellent 4-meg 
conversion by Domark really shows off 
the machine’s capabilities. The play sys- 
tem is faithful to the original, as is the 
angled overhead perspective. Gamers 
must pilot an AH-64 Apache gunship on 
a series of increasingly difficult attack 
and rescue missions. Take out communi- 
cations bases, airfields, and P.O.W. 
camps, while rescuing stranded allies. 
Kind of a 3-D update to Choplifter, 

Desert Strike is a powerfully compelling 
game experience. 

Domark will also be producing a Game 
Gear version of the sequel, Jungle 
Strike, in the spring of ‘94. 


Portable Game 
of the Show 

Sonic Chaos 

Sega 

Game Gear 

Sega hopes to sell 1.5 million 
Game Gear units, giving them 40% 
of the portable business, in second- 
half 1993. This is one of the new 
software titles that Sega hopes will 
keep demand for its color hand-held 
booming. Sonic games have done 
especially well on the Game Gear, 
and the company hopes Sonic 
Chaos will continue that tradition. 

The Sonic cast is caught up in a 
chase after magical jewels. Robotnik 
intends to use the gems to create a 
nuclear weapon. Many will think 
that’s a pretty ordinary thing to do 
with a bunch of enchanted gem- 
stones, but you can throw the story 
out the window. This game is about 
raw speed and high-voltage arcade 
thrills. 

Gamers control either Sonic or 
Tails in Sonic Chaos. Sonic has his 
incredible speed while Tails can fly 
over the scrolling landscape. Either 
character can scoop up lots of ultra- 
cool bonus items, including rocket 
shoes and a pogo stick. 

Sonic 2 drew some criticism for 
overly hard sections, though the 
game won overall approval from 
most players. We won’t know until 
fall whether Sonic Chaos has similar 
bottlenecks, but it has the potential 
to be a game-of-the-year contender. 



Sonic Chaos, for the Game Gear, will 
treat fans to some super moves. 
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The Best 

Edutainment Games 

Edutainment products leaped to the 
fore as a major product category at the 
Summer Consumer Electronics Show. 
There are more new ways to learn than 
ever, and the emphasis is definitely on 
graphics, music and ease of operation. 
Electronic storybooks with plenty of click- 
able spots; games with educational con- 
tent, and activity collections dominate 
the field. 



Broderbund’s New Kids on the Block 
will help children with reading skills. 


The New Kids on the Block 

Broderbund 

CD-ROM, Macintosh CD 

This is the third in the Living Book 
series. The New Kids on the Block fea- 
tures 18 poems by Jack Prelutsky. The 
program reads the poems aloud and 
highlights the words as they are spoken. 
Clever cartoons accompany each. 

There’s more. The child can click on 
each noun and see it illustrated, or on 
each verb to get an animation of that 
word. There are literally dozens of these 
hidden pictures and animations inside 
each poem. 

The interface is child-simple, good for 
players as young as six. Despite this, the 
entertainment content is engrossing 
enough to keep older kids interested. 

The poems are cute and funny, and the 
learning experience is completely pain- 
less as children expand their vocabular- 
ies, learn definitions of words, and get 
practice with their reading skills. It will 
entertain and educate children with its 
rich programming and ease of use. 



Seven Days in August is sure to be an 
interesting and informative game. 


Seven Days In August 

EduQuest 

CD-ROM 

This interactive history was created in 
cooperation with Time Warner Interac- 
tive. It was originally for conventional 
computers, but this version makes the 
most of newly available technology. 

This is a deep and amazingly detailed 
program for students of all ages. It pre- 
sents, in a documentary format, cultural 
background of the Cold War era, that 
tense period of the 1960’s when war 
with the Soviet Union seemed inevitable, 
and the events of the final week in 
August 1961 before the Wall was built. 

Lots of social data is included, along 
with the political history. The Space 
Race, the start of the Peace Corp, civil 
rights, rock ‘n’ roll, even sports are pro- 
filed, and the whole montage of data and 
images make the program come to life. 

Multimedia lends excitement to this 
already emotional subject. Popup win- 
dows, pull-down databanks, interviews, 
round-table discussions, live-action news- 



The title includes important data and a 
political history of the Cold War. 


reels, and even two games, are used to 
present a dramatic picture of the era. 
Those who lived through it will find their 
pulse rising as the tensions increase. 
Students just learning about it will get a 
great history lesson which concludes 
with a happy ending: the demolition of 
the Wall in 1989. The history of the Sovi- 
et Union is sure to affect its future, and 
this release will help users to be 
informed about this still-powerful and 
volatile nation. 

The Best Edutainment 
Title of the Show 

Peter Pan: A Story Painting 

Adventure 

Electronic Arts/EA*Kids 

Macintosh, MS-DOS, CD-ROM, 

MAC CD, 3DO 

This product is more toy than 
teacher, yet some time with this 
charming program can improve a 
young (ages 5-12) user’s skills in 
reading, understanding cause-and- 
effect, and problem solving. The 
reading level adjusts for a wide vari- 
ety of skill levels, to keep it interest- 
ing for many play sessions. 

It’s a graphic adventure that 
emphasizes interactive cartoons. 
Instead of an inventory of swords, 
potions and spells, the role-player 
has a set of animated paint box 
tools that react in different'ways to 
different situations, and thus solve 
problems. 

If the child chooses the drawing 
pencil, it might trace a balloon 
around the offending obstacle and 
have it float away. Or the pencil 
might draw a swarm of bees to drive 
off a villain. Other tools include such 
art box mainstays as the spray 
painter, the paint brush, an eraser, 
and even an hour glass that can 
alter time at critical moments. 

NovaTrade's animations are 
sparkling. The story of Peter Pan, 
Wendy and Captain Hook is still a 
certified kid-pleaser. The clever car- 
toons and inventive solutions to the 
obstacles make this amusing enter- 
tainment that teaches kids while 
they play. 
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Each big full-color issue of EGM is packed 
with In-Your-Face information and exclusive 
coverage of the hottest video game action 
you can find. 


EGM is the only mag loaded with special pull- 
out strategy guides, killer maps and super 
secrets that will send your scores soaring! 

You'll find all this and more only from the 
Biggest and Best video game magazine. Be 
the first to get every action-packed page 
delivered to your door by subscribing today! 


DO 


I WANT TO BE A VIDEO V.I.P.! 
START SENDING EGM NOW! 


Get 12 issues of EGM for only $27.95! Send payment to: 
EGM, P.0. Box 7524, Red Oak, IA 51591-0524 
Name 


Address 
City 


ZIP 


State 


n 


Payment Enclosed Bill Me 

Credit Card Orders: 

VISA MC 

Card No. 


| Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All others by airmail only 
I $100.00. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. (American 
I Express money order. Citibank money order, or any other type of check or money order that would go through a U.S. branch bank.) 
All foreign orders must be prepaid. Please allow 6-8 weeks for your first issue. 


Exp. Date 

Signature 

T-Shirt Size: Small (FAM 16) Large (HAS16) 

For Faster Service, Call Toll-Free: 

1 - 800 - 444-2884 


T-SHIRT WITH PAID ORDERS ONLY. 




TUI CONFRONTATION OF Till CARO GAMES! 


by Ed Dille 

Making sense of the morass of Bridge 
products currently on the market is 
daunting in terms of sheer numbers. 
Players also lack any form of in-store 
testing and must rely on competing pack- 
aging hype to make their purchase deci- 
sions. 

With most other types of products, the 
subject matter or company reputation 
with similar titles is sufficient to placate 
their fears, but bridge enthusiasts must 
look to other sources for input. 

Frankly, every product on the shelf 
claims to be the best at one aspect of 
the game or another. Further, many of 
these contenders are also marketed by 


software houses of high repute. In reali- 
ty, however, smaller publishers that spe- 
cialize in Bridge software fare better in 
the final evaluation. 

When it comes to bells and whistles, 
these programs range from glamorous to 
Spartan. Purists who care nothing for 
program appearance and are interested 
only in how well each one plays should 
focus primarily on ratings for bidding, 
play and speed. The latter is an impor- 
tant factor because in games like Bridge 
slow play detracts from enjoyment expo- 
nentially. 

Players’ options are as varied as the 
signals that may pass between partners, 
but the right program will help them 
make the correct bid and win the hand 
that suits their needs. So, let’s have a 
look at the latest bridge offerings. 


Meet the Expert 

Electronic Games sought the exper- 
tise of Mr. Brent Manley of the American 
Contract Bridge League (ACBL) as an 
independent consultant on the strengths 
and weaknesses of bidding and play for 
each product. Brent Manley is editorial 
manager of The Bulletin, the monthly 
magazine of the ACBL. (For information 
write ACBL, 2990 Airways Blvd., Mem- 
phis, TN 38116-3847.) In his four years 
with ACBL, Mr. Manley has written exten- 
sive criticisms of bridge books and pro- 
grams. Fie has tested virtually every pro- 
gram on the market and is often consult- 
ed by ACBL members on software pur- 
chases. Manley is a 
Life Master of the 
game with nearly 
3000 masterpoints 
and a regular player 
in national tourna- 
ments. In the 
accompanying table, 
he provides the indi- 
vidual rankings for 
each program for 
the categories of 
bidding, play and 
speed. 

Mr. Manley’s 
interpretation of the 
EG grading scale is 
as follows: 

• 96-100 — Performs far in excess of cur- 
rent standards. Few, if any, “boners,’’ 
such as winning with the Ace when hold- 
ing the AQJ over a King. 



Bridge fanatics can now quickly sneak 
in a game with the new Bridge Brain. 

• 81-95 — Better than average. Serious 
lapses, such as discarding from Qxxx in 
a suit when AKJx is in dummy, kept to a 
minimum. 

• 66-80 — Average, a few more boners 
per session than normal. 

• 46-65 — Below Average. Violates many 
principles of good play and has serious 
lapses frequently. 

• 31-45 — Serious flaws in programming. 
Software appears to have no concept of 
dummy play and/or defense. 

Bidding is evaluated on a similar scale 
with the higher rankings indicating 
sophisticated reliable adherence to rec- 
ognized conventions. Lower grades indi- 
cate poor programming in the language 
of bidding. Mr. Manley elaborates on how 
he reached some of these conclusions in 
the accompanying sidebar. 

The table combines his objective 
assessment of these factors with a more 
subjective appraisal of program features. 


Bridge Games Ratings Comparison 

Graphics 


Micro Bridge Companion 82 

Grand Slam Bridge II 86 

Bridge Buff* 65 

Bridge Brain for Windows 72 

Hoyle Classic Card Games 86 

Omar Sharif on Bridge 82 

Bridge Master 88 

Bridge 7.0 78 


Sound 

Bidding 

Play 

Speed 

Overall 

— 

86 

94 

94 

90 

88 

85 

90 

96 

89 

— 

96 

82 

96 

84 

— 

72 

78 

90 

78 

88 

78 

72 

60 

77 

86 

72 

60 

80 

76 

88 

60 

45 

92 

75 

— 

60 

45 

65 

62 


* Bridge Buff suffers from a limitation that the others do not. Specifically, the program plays only as defender, never as 
declarer. 
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Rating the Contenders 

by Brent Manley 

In today’s market, there is no software 
program that allows a computer to play 
Bridge really well. At best, a program 
keeps egregious errors to a relative mini- 
mum. One reason for this is that good 
bridge is an enormously intricate exer- 
cise. Moreover, much of what an experi- 
enced player digests in the course of 
decision making is subjective — knowing 
a specific opponent’s tendencies or 
sensing tension at the table at a critical 
moment. None of these factors can be 
adequately reproduced in a computer 
program. However, less experienced 
players can often learn a lot from many 
of the programs on the market. 

In ranking the programs with which I 
am familiar for EG, I made several obser- 
vations. Starting with my first choice, 
Micro Bridge Companion (Great Game 
Products), players should know that this 
program is now in its fifth revision. It has 
progressed in each step — adding extra 
bidding tools and eliminating many of the 
bonehead plays that make users groan. 
MBC has a variety of different features 
for play, a bidding flow chart and a 
method of storing deals for later replay. 

Grand Slam Bridge II (Electronic Arts) 
can rock along, looking like an expert 
and playing with panache, and then 
lapse into a hopelessly silly error. Over- 
all, however, it bids and plays just a 
notch below MBC. 

Bridge Buff’s (Bridgeware) bidding is 
quite sophisticated and it performs 
admirably as a defender (partially by 
peeking at the declarer’s hand), but it is 
not a full program like the others. 

The new Windows version of Bridge 
Brain (George Bodnar) is a vast improve- 



Bridge Buff offers a unique and complex 
bidding style for the die-hard player. 

ment over two previous editions, and the 
extra large display would benefit anyone 
with a vision problem. Bridge Brain plays 
moderately well compared to the others, 
but the bidding needs some more 
sophistication. 



The Hoyle (Sierra) game is capable of 
making intelligent plays, such as ducking 
a trick it could win when it’s right to do 
so (a rarity in computer bridge games), 
but it also produces some serious 
errors. The basis of a good program is 
there, however, and players should 
watch for updated versions. 

Omar Sharif (Interplay) comes with 
audio capability — the player hears a 
voice somewhat similar to Mr. Sharif's 


Other Options 

Exclusive of the computer soft- 
ware discussed, Saitek produces 
three stand-alone Bridge products 
that were evaluated exclusive of the 
software titles. Two of these, the 
Bridge Shadow and Pro Bridge 310, 
are hand-held units that play quality 
ACOL and Standard 5-card major 
bridge on LCD readouts. 

The third, the Pro-Bridge 510, is a 
table top model whose performance, 
both in bidding and play, equals the 
best of the software titles men- 
tioned in the accompanying story. 
The 510 supports five major bidding 
conventions: Standard American 4- 
and 5-card majors, ACOL, French 5- 
card majors and Precision Club. 
Additionally, there are 10 levels of 
skill in rubber bridge and a duplicate 
bridge option. The computer does 
not peek at other hands unless the 
player invokes that option to further 
challenge his or her playing skills. 
The major drawback to the 510, 
however, is its price tag. At nearly 
$400 a copy, only the most serious 
bridge enthusiasts will commit the 
resources to own one of these 
machines. 


bidding and offering congratulations on 
winning tricks. The gamer may want to 
ask Omar why the program plays so 
badly but all he will say is “that was 
good play.” Serious gaffes are the rule 
rather than the exception. 

In one test deal of Capstone’s Bridge 
Master, the computer played in four 
spades doubled and went down two 
when it should have made three over- 
tricks. Similar silliness was perpetuated 
on every other deal. The standard of play 



Bridge Brain takes on all comers in the 
Windows version. Will you bid or pass? 

for this program was shockingly bad. 

Bridge 7.0 (Artworx) committed major, 
embarrassing errors on every deal during 
a brief test. Even the rankest beginner 
would look askance at the screen after 
some of these boners. Also, unless the 
audio is turned off, there’s an annoying 
screech before every bid. This program 
needs a major overhaul. 

EG would like to thank Mr. Manley for 
volunteering his time and expertise to 
this article to spread interest in the 
game of Bridge, in lieu of any other com- 
pensation. 
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VIDEO CRME 
PREVIEW 



General Chaos 


PUBLISHER 

Electronic Arts 

SYSTEM 

Genesis 

THEME 

Combat 

MEGABITS 

8 MEG 

PLAYERS 

1-4 

LEVELS 

51 


An Advance Look At 
A Work In Progress 

General Chaos is an experimental new 
release from Electronic Arts that com- 
bines arcade gunplay with sophisticated 
strategy elements to fashion what might 
be the next cult sensation. 

General Chaos is also the first game 
designed specifically for use with EA’s 
new four-way control pad peripheral 
which doubles the controller capacity for 
the Genesis. 

This stylized version of post-modern 
warfare pits Moronican commander Gen- 
eral Chaos against Vicerian strongman 
General Havoc. Their soldiers are as spe- 
cialized as chess pieces, each type of 
fighter trained relentlessly to master a 
single weapon. As a result, large-scale 
battles have become obsolete, with most 
conflicts taking the form of skirmishes 
between mobile five-man squads or two- 
man commando teams. 

General Chaos can be played solitaire, 
against the computer, or head to head, 
with each human player guiding the des- 
tiny of one army. Even better, however, is 
the two-player cooperative mode, with a 
pair of human players battling against a 


computer-controlled army. The four-player 
adapter, meanwhile, allows a pair of two- 
player teams to go against one another 
in the ultimate manifestation of General 
Chaos. 

Players are advised to start off at Boot 
Camp, where they can learn the fine 
points of specialized warfare, including 
Squad Control, Using Weapons, Close 
Combat, Medical Staff, and Commandos. 

Once the fundamentals have been 
mastered, the Attacking Army selects the 
battle site by tossing a dart at a map. As 
the front line pushes forward, attack 
sites are placed nearer and nearer to the 
enemy capital. 

Next, the gamer selects the squad 
from four available types: Assault Team, 
Commandos, Demolition, and Brute 
Force Squad. Soldiers, meanwhile, break 
down into five types: Gunners (standard 
issue grunts armed with machine guns), 
Chuckers (grenade hurlers); Scorchers 
(flamethrowers); Launchers (bazookas); 
and Bombers (bomb throwers). 

Each type of soldier is represented by 
an icon at the top of the screen, and 
gamers can cycle through the various 
soldiers by clicking on the icons. When a 
soldier is taken down, the player can call 
for a Medic, who will either provide first 
aid on the spot (not recommended) or 
move the wounded soldier to safety. 

The action is displayed from an angled 
overhead perspective, providing the 
game with a sense of depth and texture. 



A detailed Battle Report follows each 
conflict with vital information and stats. 



Battle it out in a furied frenzy. Leading 
your troops to victory is not so easy! 


The characters are rather large — big as 
evergreens in some sequences — but 
they fit nicely within the non-scrolling 
confines of the preliminary battle areas. 
Each of the specialists has his own 
unique look and artist Brian Colin stuffed 
plenty of personality into these charac- 
ters. There are loads of other realistic 
touches — including the option to plunder 
a defeated enemy. 

At the end of each battle, a report lists 
the remaining medical personnel and the 
point totals. 

The development team under producer 
Jim Simmons included the design by 
Brian Colin and Jeff Nauman, program- 
ming by Jeff Nauman, graphics by Brian 
Colin, and audio effects/music by Mike 
Bartlow. 

The four-way control adapter is the first 
hardware peripheral ever released by 
Electronic Arts, and the company has 
high hopes for the device, especially on 
sports games, all of which will be 
designed to take advantage of the four- 
player capability. Tengen has a similar 
device, but there's no word yet on 
whether or not they are compatible. 

The first sports game to use the four- 
player peripheral will be Bill Walsh Col- 
lege Football. For now, however, General 
Chaos looks like it will offer players a 
wildly unusual gaming experience that 
tests wits as well as reflexes, and we 
anxiously await the final version. 

— Bill Kunkel 


64 Electronic Games 



















VIDEO CRME 
GALLERY 



Final Fight 2 


PUBLISHER 

Capcom 

SYSTEM 

SNES 

THEME 

Fighting 

MEGABITS 

10 MEG 

PLAYERS 

2 

LEVELS 

6 

COMPLEXITY 

Average 

GRAPHICS 

87% 

SOUND 

84% 

PLAYABILITY 

86% 


OVERALL 86% 


Final Fight 2: Could this be 
the final Final Fight? 

Final Fight was one of the first games 
released for the SNES. The arcade 
smash was a logical choice because it 
brought with it name recognition and 
started the tradition of Capcom’s great 
fighting games. 

Now there is Final Fight 2, also for the 
SNES. The story picks up where the first 
game left off, and makes up for the inad- 
equacies of the early SNES Final Fight. 

Players have three characters to 
choose from this time, two of them new 
to the series. Along with veteran FF char- 
acter Hagar, the Mayor of Metro City, 
there is also Maki, a fierce fighting lady 
out to rescue her father and sister from 
the treacherous Mad Gear Gang. Round- 
ing out the group is Carlos, an excellent 
fighter with a debt to pay back to Hagar 
and Guy. 


The scene this time is removed from 
Metro city, and takes the player on a tour 
of Hong Kong and Europe. Each level 
takes place in a different country, and 
rest assured, the Mad Gear Gang has 
plenty of members around the world to 
keep even the most avid fighting fan 
busy for a while. 

The background scenery looks good, 
with more animation than the first game. 
The characters are large and move fluidly 
with a ton of different moves to pummel 
the enemy. Fixed now is the flicker that 
was a problem in the first game. Even 
when there are a lot of enemies on the 
screen at once, the characters don’t 
slow down or breakup. 

A couple of new bonus screens have 
been added that allow players to get 
extra points and lives. Among them is 
the chance to beat apart another car, 
and a stage where you must destroy the 
oil drums and avoid getting torched. 

The sounds are very similar to the first 
game, with digitized yelps when the char- 
acters are fighting and screams when 
the enemies die. This thrown in among 
the numerous thuds, representing punch- 
es and kicks. The music is uninspired 
but does not take anything away from 
the game. 

Some people may complain that there 
is not as much technique to playing this 
game as there is in Capcom’s monster 
hit, Street Fighter 2. The player does not 
need to memorize all kinds of button 



Use the powerful headbutt to put your 
many opponents out of commission. 


combinations in order to get the charac- 
ters to fight with their different moves. 
The fight button is just that, one button. 
The computer decides which moves to 
execute according to your location and 
the location of the enemy. The player can 
also jump, jump attack, and even jump 



Ouch! A pile-driver will cause the enemy 
to think twice when trying to attack. 


backwards. And if the jump and attack 
buttons are pressed at the same time, 
the character will use his/her special 
power. Be warned, however, that using 
the special attack takes life off your char- 
acter’s energy bar. 

Don’t misunderstand, there is still a lot 
of game here, and a lot that can be done 
with just the two active buttons. It just 
makes it a whole lot easier to get the 
hang of the game this way. 

Final Fight 2 offers a nice change from 
the one-on-one arena fighting games that 
are becoming so popular right now. While 
Street Fighter 2 is an incredible game 
(2 million SNES owners wouldn’t lie) it is 
nice to play a game that moves along 
rather than just stands still. The charac- 
ters old and new are great and the addi- 
tion of the two-player mode fixes the 
problems that the original game suffered 
from. It is still a little short, but overall 
it’s an outstanding effort for an original 
(not arcade translation) fighting game. 

— Marc Camron 
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Kirby’s Adventure 


PUBLISHER 

Nintendo 

SYSTEM 

NES 

THEME 

Action 

MEGABITS 

6 MEG 

PLAYERS 

1 

LEVELS 

7 

COMPLEXITY 

Easy 

GRAPHICS 

87% 

SOUND 

81% 

PLAYABILITY 

94% 


OVERALL 93% 


“I’ll huff and puff and blow 
your house down!” — B.B.Wolf 

If this game looks and sounds familiar, 
that’s because it is really a follow-up to 
last year’s GameBoy hit. 

Kirby’s Adventure also goes to show 
how it is still possible to make outstand- 
ing games for the 8-Bit Nintendo. This 
game holds the system up and shows 
that it may have a few more good years 
in it yet. 



Kirby, after taking a huge breath, has 
the ability to fly around for a short time. 

The game itself is not all that unique. 

It falls in the category of multi-scrolling, 
Mario type action/adventure. Once you 
plug the cartridge in, however, it 
becomes obvious how much time and 
thought went into the creation of this 
game. Kirby’s Adventure is not just 
another Mario knock-off. 


The game takes place in Dream Land, 
a swell place to be where life is spent 
eating, sleeping, and basically just hav- 
ing a jolly-old time. Then, one day, the 
inhabitants of Dream Land woke up and 
realized that they did not have any more 
dreams. It seems that someone had 
stolen the Star Rod from the Dream 
Spring, and caused it to dry up. 

Our hero, Kirby, finds out that the evil 
King Dedede (no I’m not stuttering) not 
only stole the Star Rod, but also broke it 
up into seven pieces. The pieces were 
given to the King’s friends and scattered 
around Dream Land. 

So it is up to Kirby, the nod-descript 
blob of a hero, to venture forth and col- 
lect the pieces of the rod. Only then can 
the sweet dreams of Dream Land be 
restored. 

Graphically, Kirby is beautiful. The dif- 
ferent settings around Dream Land are 
named for food, with names like Ice 
Cream Land and Yogurt Yard. The set- 
tings don’t necessarily take after the 
foods that they are named for, but each 
varies as much as the names. 

Every level is broken down into sub-lev- 
els. As each sub-level is completed, the 
next one opens up, Often times, some 
kind of bonus room will open up also, 
giving players the chance to power-up 
and earn extra lives. 

The characters are well animated, and 
the bosses are interesting and add to 
the action of the game. The different 
expressions that Kirby gets when per- 
forming tasks are priceless. He is so 
cute you will find yourself reaching for an 
insulin shot. 

The sound is nothing to get too excited 
about. It is generally unobtrusive, and 
does not get too annoying after playing 
for a long period. The sound effects are 
done very well, and do help enhance the 
game play. 

Then comes the 
question of playa- 
bility. This game is 
full of technique 
and is just down- 
right fun to play. 

The character Kirby 
can walk, run, 
jump, fly, and 
swim. His power to 
fly is part of his 
main offensive 
weapon — suction. 

To fly, Kirby takes 
a mouthful of air 
and starts to float. 

By pressing the B 
button, he lets the 
air out and drops. 


The air blast itself can be used to attack 
an enemy, as can Kirby's sudden, unex- 
pected fall from the sky. 

Kirby can also suck smaller enemies 
up and spit them out in the form of 
stars. The stars can be used to attack 
other bad guys. 

And, some of the smaller enemies can 
be sucked up and swallowed, giving Kirby 
their power. There are over 20 enemies 
that Kirby can do this with, gaining abili- 
ties like laser-beams and porcupine 
quills. 



Using his forced-air pressure, Kirby is 
now able to destroy his many foes. 


The game even includes a battery 
backup to save up to three games. The 
new Nintendo battery doesn’t even 
require that you hold in the reset button 
before removing the cart, which is a nice 
improvement. 

Most of all, it is nice to see that Nin- 
tendo hasn’t forgotten about all of the 
loyal fans and customers that have pur- 
chased their 8-Bit system over the years. 
Kirby’s Adventure is more than just 
another rehash put out to appease those 
who may be concerned about the lack of 
8-Bit titles. It is a significant addition to 
the 8-Bit Nintendo library. 

— Marc Camron 
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Where in Time is Carmen Sandiego? 


PUBLISHER 

Hi-Tech/EA 

SYSTEM 

SNES 

THEME 

Edutainment 

MEGABITS 

4 MEG 

PLAYERS 

1 

LEVELS 

N/A 

COMPLEXITY 

Average 

GRAPHICS 

91% 

SOUND 

89% 

PLAYABILITY 

90% 

OVERALL 90% 


It's time to go after Carmen 
again. ..all too literally! 

Carmen Sandiego and her notorious 
band of V.I.L.E. henchmen have arrived 
on the SNES for a fifteen-century chase 
filled with historic places, people and 
events. Carmen and her crew are once 
again up to their nefarious hijinks and 
only the player, cast as the newest 
employee of the ACME Detective Agency, 
can find and apprehend the villains. 

The game begins in the ACME Detec- 
tive Agency lobby, where the gamer takes 
an elevator to the personnel department 
and signs in, then boards the assigned 
Chronoskinner, which runs through its 
on-board diagnostics, then connects the 
player up with the chief. He reveals 
when, where, and which treasure was 
stolen, the gender of the thief, and the 
time allowance the Federal Time Travel 
Commission has authorized for use of 



the incredible 
Chronoskinner. 

The culprit is 
fleeing for one of 
48 possible hide- 
outs in time. To 
win the game and 
gain points for 
advancement, the 
player must com- 
plete two tasks 
before time runs 
out. First, the 
criminal must be 
tracked to his or 
her final destina- 
tion, using the 
clues available at 
each earlier loca- 
tion. Second, the 
criminal must be 
identified so an arrest warrant can be 
issued to him or her. 

The Chronoskinner is one of the play- 
er’s most valuable resources. The con- 
trol panel allows the player to travel, 
search for clues, obtain or enter data, 
and abort the game. The travel button 
can be used to check on possible desti- 
nations, while the search button permits 
the gamer to interview witnesses or infor- 
mants and scan the crime scene for 
clues to the wrongdoer’s next destina- 
tion. Both the witness and informant but- 
tons contain character clues, and the 



The Chronoskipper is an indispensable 
tool when fighting crime across time. 


scanner will provide physical clues. The 
Chronoskinner contains dossiers, com- 
plete with mug shots, for Carmen and 
her henchmen. At least three clues must 
be logged before a warrant can be 
issued. Once the player is at the final 
scene, the witness and informant but- 
tons will not yield any clues, but will 
instead reveal that the criminal is near. 
The Capture robot will activate itself and 
the gamer is treated to the animated 
graphic of Carmen, in her standard red 


trench coat, being chased, captured, and 
beamed up. 

The complexity of Where in Time is 
Carmen Sandiego? is average. The play- 
er will not only need to reference the 
Chronoskinner resources, but also The 
New American Desk Encyclopedia which 
is packaged with the game cart. Locating 
information to solve the game is easier if 
one becomes familiar with the Encyclope- 
dia before signing in. 

The graphics are solid, but not spec- 
tacular. The date bar of the Chronoskin- 
ner is difficult to read, which makes plac- 
ing the event difficult. The ACME Detec- 
tive Agency provides a nifty opening 
background with a first-person view of 
the facility as the player enters the eleva- 
tor, turns, and sees the lobby through 
the closing elevator doors. 

The opening musical sequence is a 
dark, throbbing melody which dissolves 
into ambient sound effects. Thereafter, 
the music serves primarily as an audio 
cue, sounding a warning note when a 
V.I.L.E. henchman appears. The overall 
silence of the game is an interesting 
change of pace. 

The playability is another issue. While 
playing without the guidebook is possi- 
ble, it is frustrating. However, it is equal- 
ly frustrating to have to constantly con- 
sult the documentation. There also isn’t 
much game play, with nothing to jump 
over, no weapons, or any other classic 
video game elements. Instead, the con- 
trol pad is used as a mouse. 

Nonetheless, the integrity of the Car- 
men game is retained and if the gamer 
enjoyed the computer versions, then the 
SNES version should be added to their 
gaming shelves. And, hey, let’s be care- 
ful out there. Ms. Sandiego may be beau- 
tiful, but she’s also quite crafty. 

— Laurie Yates 
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Whpevei^-says blowing bubbles isn't 
fyj<1sfull of hot s »ir! "Bubble Bobble'/fs 
i/ith double the trouble and twice tf 
bubble bursting adventure is availaS 
Nintendo and Game Bpy systems, qpth leaving 
you gasping for air. 

Your two light hearted buddies, Bub' s 
Bob, will be waiting for you to bop around and 
belch some bubbles amid some hig 
action. You'll need to lighten your/foad an 
even hold your breath because this air raisi 
adventure will be no breeze. Tim^to biowl 


TAITO 


TAITO AMERICA CORPORATION 
390 Holbrook Drive 
Wheeling, IL 60090 




VIDEO GAME GALLERY 



MicroMachines 


PUBLISHER 

CodeMasters 

SYSTEM 

Genesis 

THEME 

Racing 

MEGABITS 

8 MEG 

PLAYERS 

1-2 

LEVELS 

N/A 

COMPLEXITY 

Average 

GRAPHICS 

78% 

SOUND 

60% 

PLAYABILITY 

91% 


OVERALL 82% 


There are plenty of thrills, but 
what about the frills? 

Don't just collect those super-detailed 
MicroMachines models, race 'em! Cars, 
trucks, tanks, helicopters, and boats 
race over some of the oddest tracks ever 
splashed across a television screen. 



The desktop race course has some 
rather humorous messages for players. 



RESULTS ! 

RACE 1 THE BRERHFR5T BENDS 



Race results are posted following 
each event. Will you be in first place? 

There are two solitaire modes; head-to- 
head and challenge. The former pits your 
MicroMachine against one foe, while the 
challenge provides three rivals. The two- 
player option offers both single races 
and tournaments with all kinds of vehi- 
cles. 

All drivers come from a pool of 12, 
available on a special selection screen. 

A one-word rating above each one's ani- 
mated drawing suggests that individual’s 
degree of talent. Spider, the default 
choice in the 
solitaire ver- 
sions, is iden- 
tified as an 
Ace. Testing 
him against 
drivers judged 
fair or poor 
may be just 
the edge first- 
time players 
need. 

Not that it'll 
take long to 
grasp the 
rudiments. 

One button 
makes the 
vehicle go for- 
ward, another 
backs it up. 

Pushing the 
left edge of 
the direction 
control causes the car to turn counter- 
clockwise. The right edge of the same 
control triggers clockwise rotation. 

Lack of an alternative command 
scheme is a glaring omission. A setup 
based on screen directions might make 
the game better for those who aren't 
comfortable with the subjective view- 
point. 

MicroMachines is fast and exciting, 
but not very serious. The courses include 
desktops and kitchen tables. 

The top-down scrolling playfields great- 
ly enhance the illusion that the vehicles 


are toys. The tracks are shown in such 
tight close-ups that only a small portion 
of the course is actually on the screen at 
a time. The scenery, composed of over- 
sized drawings of easily recognizable 
items like pencils and books, maintains 
the proper visual relationship. Every 
MicroMachine that skitters off the edge 
of a table onto the floor below is a 
reminder that we're racing miniatures. 

The background graphics are very 
clever, and they are mostly well-drawn, 
too. The vehicles aren't nearly as attrac- 
tive, because they aren't as complex as 
objects in most other 16-Bit carts. 

The objects may be a little plain, but 
they sure whip around the screen at sat- 
isfyingly high speeds. It takes a light 
touch to keep the vehicle on the track. 

The music is weak. The tunes are 
pleasant, but the orchestration is much 
too sparse. It sounds like a Commodore 
64 score. 

British game houses traditionally 
stress play-action, while developers in 
this country try to create a total experi- 
ence for players. MicroMachines can't 


be faulted for its game play, but it comes 
up short in flexibility, ambience, options, 
and other so-called frills. 

This is the first title that CodeMasters, 
previously strictly a developer for the 
U.S., plans to publish under its own 
name here. CodeMasters should give 
more weight to other aspects of its prod- 
ucts if it hopes to become as respected 
and successful on this side of the 
Atlantic as in the United Kingdom. 

Despite rough edges, MicroMachines 
is high-spirited fun. 

— Arnie Katz 
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Nigel Mansell s World 
Championship Racing 


PUBLISHER 

SYSTEM 

THEME 

MEGABITS 

PLAYERS 

LEVELS 


COMPLEXITY 

GRAPHICS 

SOUND 

PLAYABILITY 


Gametek 
SNES 
Auto Racing 
8 MEG 
1 

N/A 


Average 

92% 

86 % 

94% 


OVERALL 91% 


Experience racing thrills in 
this superb simulation. 

Do names like Nigel Mansell really 
convince gamers to purchase this racing 
game over that one? Does Jackie Stew- 
art’s name on the box mean more than 
Al Unser’s? Does A.J. Foyt carry more 
juice than Speed Racer? 



Pick courses from many countries in the 
quest for the F-l racing championship. 


When you consider that some of the 
most successful auto simulations in soft- 
ware history have had generic names like 

Test Drive, Indianapolis 500, Monaco 
Grand Prix, Enduro, and Pole Position, 

one has to wonder. Clearly, Mansell has 
had a storied career in racing circles, 
from go-carts to the Grand Prix, but it 
really doesn’t mean too much in terms of 



this particular video game. 

Fortunately, star power isn’t really 
needed. Nigel Mansell’s World Champi- 
onship Racing is one hot simulation, 
with superb graphics, great game play, 
and a stimulating series of realistic rac- 
ing options. Players can participate in a 
single race or compete on one of 16 cir- 
cuits. Once a circuit has been chosen, a 
screen appears with an illustration of the 
track and some relevant information, 
along with the access point to the race 
options screen. 

This options screen allows racers to 
set up their vehicle, take a run in a quali- 
fying lap, or head right to the race. Set- 
ting up a vehicle allows the car to be 
specially configured to meet the 
demands of a specific race. For example, 
settings are available for tires (hard, 
soft, or wet), wings (for Airfoils, with 
optional settings of 10%, 20%, or 30%), 
and gears (manual or automatic). 

The Qualifying lap permits the player to 
compete for position. If a player opts not 
to qualify, they can automatically begin 
the race from the back of the pack. Play- 
ers compete against 11 other cars, four 
of which are good cars with top drivers, 
four of which are average, and three 
which are downright poor. Each race 
varies between four and six laps. 

The game also offers those costly pit 
stops, a race screen display which fea- 
tures the entire track, lap time, the num- 
ber of seconds the player’s car is behind 
the leader, a map of the current circuit, 
gear number, digital speed display, tire 


wear, and position. 

The graphics use a first-person per- 
spective with the hands of the player-sur- 
rogate visible on the steering wheel. This 
low-rider POV is superb, blending beauti- 
fully with the detailed, richly textured 
graphics that comprise the track sur- 
roundings. 

As for old Nigel, in 1992 he won the 
F-l Circuit then made headlines by 
switching to the Indy circuit later that 
year where he won his first race. Nigel 
Mansell’s World Championship Racing, 
however, is based on his 1992 F-l sea- 
son exploits. So whether you’ve heard of 
him or not, he’s a big name in the racing 
world. The problem is that a large per- 
centage of the people who play video 
and computer racing car games haven’t 
the slightest idea or interest in the actu- 
al world of high speed racing; their inter- 
est is in ripping around the track in a VR- 
like environment, experiencing the speed 
and thrills for themselves, rather than 
through the glory of some athletic dare- 
devil. 

But whether you know who Nigel is or 
whether the name draws a complete 
blank, Nigel Mansell’s World Champi- 
onship Racing is a first-rate racing video 
game, with lots of detail, great graphics, 
and compelling play mechanics. 

This is highly recommended for high - 
speed auto enthusiasts and, of course, 
for fans of Nigel. 

Versions are also scheduled for the 
NES and Game Boy. 

— Bill Kunkel 
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VIDEO COME GALLERY 



Rock & Roll Racing 


PUBLISHER 

Interplay 

SYSTEM 

SNES 

THEME 

Racing 

MEGABITS 

8 MEG 

PLAYERS 

1-2 

LEVELS 

N/A 


COMPLEXITY Average 

GRAPHICS 94% 

SOUND 98% 

PLAYABILITY 95% 


OVERALL 96% 


A blast from the past comes 
’round heavy at last. 

[Editors Note: A beta version of Rock 
& Roll Racing was inadvertently 
reviewed as a finished game in EG’s 
June ‘93 issue. The following is a look 
at the finished product.] 

From the moment the Interplay logo 
appears on the screen, accompanied by 
that familiar, nasty guitar intro from “Bad 
to the Bone” blaring from the TV stereo 
speakers, this game has you by the 
intestines, and, dude, it doesn’t let go! 

It's inspired by the early NES cult clas- 
sic RC Pro-Am in which gamers used 
their controllers to guide radio-controlled 
cars, displayed from an angled side per- 
spective, as they snaked around a 
banked, scrolling track full of hairpin 
turns and speed bumps. The game’s 
great innovation, however, was the place- 
ment of special bonus items and 



weapons randomly around 
the track. Once a car 
picked up a package of 
missiles, for example, it 
could open fire on the 
competition. 

Rock & Roll Racing 
takes that early gem and 
gives it a top-of-the-line, 
heavy metal work-over. 

The cars are larger, the 
weapons are nastier, and 
the post-punk motif gives 
the whole game a decid- 
edly cool look. 

Set in the future, where 
race tracks have been 
established on several 
planets, gamers guide a variety of mean 
machines over several worlds worth of 
visually compelling terrains. 



The player has his choice of which car 
he wishes to use when competing. 


The game begins with the player(s) 
selecting the game mode, then choosing 
from among three vehicles: a sportster, 
four-wheel drive Jeep, or a combination 
car called a Dirt Devil. The sportscar is 
obviously faster, but traction on some of 
these tracks can be hell on wheels. It’s 
also possible to view equipment, change 
planets, set basic options, and, if one 
has the money, purchase a new car. 

Rock & Roll Racing even has a role- 
playing component, with gamers given 



The action and sound is fast and furious 
as the cars jockey for a good position. 


their choice of computer surrogates. 
These racers hail from a variety of plan- 
ets, giving them advantages and disad- 
vantages on a situational basis. 

In two-player mode, the game reverts 
to a split screen, and while this invari- 
ably results in a somewhat compressed 
presentation, Rock & Roll Racing han- 
dles the problem without undue flatten- 
ing of visuals. 

Players start out with a certain amount 
of money, and more can be earned by 
winning races or picking up packages of 
cash among the on-the-track bonus 
items. Cash allows the racers to upgrade 
their vehicles, adding armor, weapons, 
and other formidable options. 

Playability and hot graphics are among 
this game's major strengths. It doesn’t 
really have any weaknesses, unless 
some players find the graphics a trifle 
dark. But the touchstone that transforms 
a good game into a cosmic experience is 
Rock & Roll Racing’s audio. Larry 
“Supermouth ’’ Huffman's play-by-play is 
electrifying, and beautifully programmed. 
One never has the sense that a phrase 
has been plucked from a speech bank 
and deposited into the voice track; it all 
sounds perfectly seamless, in fact. And 
then, of course, there’s the music. While 
it’s a blast to roar around a science-fic- 
tional racetrack firing super-weapons at 
the other drivers, doing it to the accom- 
paniment of Led Zep, Steppenwolf, 
George Thorogood, Black Sabbath, and 
Deep Purple is a whole other proposition. 

At one point during the testing of this 
game, this reviewer’s vehicle was blast- 
ing down the home stretch with one car 
to pass. Instead of speeding past him, 
however, we flipped a button, launched a 
missile and blew our competitor off the 
cartridge, just as “(I’m a) Highway Star" 
began to play on the soundtrack. And if 
that’s not totally cosmic, what is? 

— Bill Kunkel 
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SOFTWARE 

GALLERY 



Protostar: War on the Frontier 


PUBLISHER 

DESIGNER 

PLATFORM 

THEME 

MEMORY 

PLAYERS 


Tsunami MediaVas 
Nokhoudian 
MS-DOS 
RPG 
7 MEG 
1 


COMPLEXITY 

Hard 

GRAPHICS 

92% 

SOUND 

90% 

PLAYABILITY 

93% 

OVERALL 

91% 


Undercover trade diplomacy 
through galactic cultures. 

In the time-honored tradition of all 
Amphibioid Aliens From Space, the 
Skeetch Empire views Human prosperity 
as an invitation for conquest. The Human 
Alliance, with its funds near depletion, 



Conversing with the regulars at bars 
will uncover a wealth of information. 


constituency faith dwindling and facing 
almost certain defeat, activates the Pro- 
tostar Directive — an agenda for unlimited 
covert tactics. 

Protostar: War On The Frontier enlists 
the player as the sole Protostar agent 
chosen to save humankind. To conceal 
his activities the player assumes the 
identity of a merchant commander for 
Newfront, a small corporation which has 
managed to escape the attention of the 
Skeetch. Newfront operates three out- 
posts on the frontier which offer such 
essential services as Exchange and 
Biotech Centers, Frontier Craft engineer- 
ing facilities, Corn-Terminals and, of 
course, The Lounge. 

As the game opens, the player has 
just battled his way to the Garriod out- 
post and made contact with Human 
Defense Coalition Director Estevan 
Hawking at the Corn-Terminal. The Direc- 
tor instructs his new agent to seek rela- 
tions with and ally the four alien factions 
in the Thule sector — the insectoid Ghe- 
braant, predatory Kaynik, peaceful Deres- 
ta and the austere Vantu — keeping in 
mind that he’s trying to ally these 
species. "Minimum offensive posture” 
stresses Hawking, meaning “try not to 
kill them.” 

Oh yes, and send money. The HDC is 
perpetually in economic crisis. Operating 
costs are 1000 credits per day and if the 
player neglects to transmit funds regular- 
ly things in the home sector begin to go 
visibly bad. The Corn-Terminal is also the 
place to keep current with other happen- 
ings in the sector from new worlds dis- 
covered to bizarre recipes. A quick stop 
in the lounge introduces Dodel, a recur- 
ring character who can answer some 
questions and steer the player toward a 
profitable first encounter. 

The player is supplied with a Starship 
for regional and hyperpath travel and an 
Explorer vehicle for planetside activity. 
Both vessels are fueled by Stabilium and 
the fuel levels must be monitored or the 
player could find himself stranded — 
there’s no motor club out here. 



The player must continuously gather 
the precious elements used for fuel. 

Already on board is Automated Being 
Evolution 440 (ABE) that serves as the 
ship’s robotic engineer. The ship’s other 
stations (navigation, tactical, biotech, 
science and contact) are unmanned but 
accessible to the player until crew mem- 
bers are hired and assigned. The crew 
members are salaried so if the player 
doesn't have enough money to pay them, 
they’ll get petulant and may refuse to 
perform their duties. 

The game's weakest element is the 
direct maneuvering system. It’s exactly 
the same as the one in Interplay’s Star 
Trek 25th Anniversary, and involves 
moving a cursor around a Control Pad. 

It’s quite awkward at first and the field of 
view is very narrow. The same system is 
employed in the Explorer, but to much 
better effect since that vehicle simply 
skims the surface gathering life-forms 
and materials and visiting Trade Centers. 

Trade is essential and the various atti- 
tude-heavy species must be handled with 
the utmost diplomacy. Avoid the tempta- 
tion to blow away some of the snottier 
individuals and remember that you’ll 
catch more flies with honey than with an 
accelerator cannon. 

Protostar is a well-designed game that 
combines intense combat with pastoral 
planetary pursuits and has a sly sense of 
humor, with references to such 20th cen- 
tury pop culture icons as Star Trek , Mac- 
Gyver, and Rodney King 

— Scott Wolf 
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National Lampoon's Chess Maniac 5 Billion and 1 

PUBLISHER 

Spectrum Holobyte 

DESIGNERS 

Mogg, Jap 

PLATFORM 

MS-DOS 

THEME 

Strategy 

MEMORY 

26 MEG 

PLAYERS 

1-2 

COMPLEXITY 

Average 

GRAPHICS 

86% 

SOUND 

90% 

PLAYABILITY 

79% 


OVERALL 88% 


It's time for a chess game 
that won't bore you to tears. 

This game’s not for everyone. While it 
plays a solid game of chess at almost 
any level one could desire (the first level, 
called Beginner’s Luck, is no challenge 
whatsoever), this is under the imprimatur 
of the National Lampoon. Which is to 
say, if bawdy, rather juvenile humor is 
not your bag, by all means select anoth- 
er chess title, without all the rather spe- 
cialized bells and whistles, off the shelf. 

Second, there must be a sound card 
installed or only the sound of the internal 
fan will accompany the game. And that 
would be a shame, because the Chess 
Maniac’s HAL-like voice, which provides 
both play-by-play and running commen- 
tary, is worth a large part of the price of 



Your chessmen will plead their case 
when forced into a really stupid move. 


admission. (If only it could be advised 
that the human opponent’s name isn’t 
necessarily Dan.) 

There is a Monty Python-ish sort of 
opening, in which a credit crawl disguis- 
es most of the names to look Russian 
(e.g., Game by Paul Magginski and Erick 
Japovitch; others include Pat Feelyov, 
Carrie Galbraithskaya!). Some may not 
be so masked (Ed Subitsky?) but only 
insiders will know. 

There are two optional 3-D boards and 
sets. One, called the Bawdy set, has a 
variety of animated characters for the 
pieces, the sides characterized as Per- 
sian and Medieval instead of black and 
white (respectively). The board may be 
rotated to four views, so that the scene 
can be from behind white facing the Per- 
sian pieces, behind black facing the 
Medieval characters, or from either side. 

The animations are based on digitized 
actors, which creates lifelike movement. 
The Persian pawns are shimmying belly 
dancers, while their Medieval counter- 
parts are shambling bell-capped fools. 
The medieval rooks are scythe-carrying 
Grim Reapers that slide across the 
squares to a chorus of shivering “ooh’’s, 
and the Persian knights strut to a dis- 
tinctly inner city beat. 

As with Interplay’s Battle Chess, a 
duel takes place on captures, different 
for each pair. 
The option is 
to to zoom in 
on the action 
for each duel. 
Most are 
amusing, but 
perhaps 
because of the 
restraints of 
live-action, fail 
to stand up to 
repetition as 
well as Battle 
Chess’s imagi- 
native fighting 
encounters. 


There are other animations. The Chess 
Maniac does his level best to distract 
the player, and will even try to sneak a 
piece off the board. He’s pretty obvious 
about it, fortunately. A hand grabs a 
pawn and starts to waft away while sus- 
piciously innocent music plays in the 
background (a tap on the keyboard 
brings a ruler to the back of the hand 
rather smartly, however). A shark fin may 
cross the board and, if nothing is done, 
the shark drags a piece under. A lovely 
lady appears in the normally empty seat 
across the table and shakes her shoul- 
ders enticingly (there seems to be little 
expectation that women may want to play 
this version of the world’s oldest board 
game). There are others. 

It should be noted that since the 
designers chose to use only the VGA 
256-color mode for the game’s presenta- 
tion, the 320 x 200 pixel resolution is a 
tad rough on the character images. Hey, 
it’s better than CGA! However, one unfor- 
tunate result of the low resolution is that 
from any angle it is a little difficult to dif- 
ferentiate and locate the chessmen on 
the board, especially in the center files 
where one piece may be almost hidden 
by another. The board is tiltable, using a 
function key, which can help a little. 

This also carries over to the other 3-D 
set, called the Boring set. It has the 
standard Staunton pieces, in silver and 
gold. There are no animations, cheating 
efforts or distractions, save for the occa- 
sional heartfelt yawn provided by one of 
the pawns. The color commentary does 
continue, however, unless deselected. 

There is a 2-D board; it's nice, wood- 
grain, symbols for the pieces, overhead 
view, really boring — but you can see 
where the pieces are, and a small ver- 
sion of it can be brought in to overlay 
one of the 3-D screens to see the layout. 

The audible play-by-play can use the 
now-standard coordinate notation (E2 to 
E4, C8 takes G4), the algebraic system 
(E4, Bishop takes G4) or the classic 
descriptive system (Pawn to King Four, 
Bishop takes Queen). This may be the 
only computer chess game that supports 
the latter. 

The manual maintains the National 
Lampoon parody approach. Titled CG 
Quarterly, its various sections are treat- 
ed as articles in which real information is 
interspersed with the spurious. 

Chess Maniac is lots of fun and 
playable, but it should not be the first 
choice for someone who prefers to keep 
his or her mind on the game. 

Taste? You want it from these surly 
characters? F’geddabout it! 

— Ross Chamberlain 
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Freddy Pharkas: Frontier Pharmacist 

PUBLISHER 

Sierra On-Line 

DESIGNER 

Lowe, Mandel 

PLATFORM 

MS-DOS 

THEME 

Adventure 

MEMORY 

14 MEG 

PLAYERS 

1 

COMPLEXITY 

Average 

GRAPHICS 

90% 

SOUND 

90% 

PLAYABILITY 

85% 


OVERALL 90% 


If you ever wondered what it 
means to be hornswoggled... 

Yee-ha, cowboys and cowgirls! Leisure 
Suit Larry designer Al Lowe is back with 
a new partner and a new character in 
Freddy Pharkas: Frontier Pharmacist 
(FPFP). It has been over a year since Al 
Lowe designed an adventure and FPFP 
reflects both the rejuvenation the rest 
gave him and the influx of ideas from the 
new blood, Josh Mandel. These twojoke- 
sters took all the sacred cliches and 
turned them upside down. Everything you 
might expect in a Western, from gun- 
fights and stampedes to a saloon and 
brothel are in FPFP, but they haven’t 
been this funny since Blazing Saddles 
burned the silver screen. 

Westerns are few and far between in 
the world of computer games. Lowe and 
Mandel took the bait and produced a 
challenging, hilarious, rootin ’-tootin’ 


romp through the cowboy era. Watch the 
introductory Ballad of Freddy Pharkas to 
find out how Freddy became a druggist in 
19th century Coarsegold, California. He 
had great promise as a gunfighter in his 
youth until a battle with a little terror 
named Kenny, who blew off his ear. Ear- 
less and defeated, Freddy hung up his 
guns and went off to pharmacy school. 

In FPFP, someone has closed down 
most of the town and plans to do much 
more. Freddy must discover who’s 
behind the plot, save the day, and maybe 
even get a girlfriend in the process. 

FPFP uses the standard Sierra inter- 
face, but the designers and artists have 
Westernized the look and feel of the 
point-and-click environment, with added 
touches of humor. For example, sliders 
to adjust volume, detail, speed and text 
speed are hanged criminals that must be 
raised or lowered on their nooses. 

A new feature in the FPFP interface is 
quite useful. A little dot on inventory 
objects and other icons marks the active 
part of the icon. Players won’t have to 
guess where to click the icons in this 
game. Also, Freddy’s pharmacological 
laboratory is quite flexible and has 
enough ingredients to make a wide vari- 
ety of pills, medicines and other mix- 
tures. A special interface screen repre- 
sents the lab. It has the right tools and 
vessels to fill the prescription requests 
of Coarsegold's residents and solve 
other game puzzles. 

Lowe and Mandel really hit paydirt with 
FPFP in the fun department. Although 
tough in some parts, the majority of the 
game is enjoyable, quite playable and 
downright silly. Sheep abound in FPFP, 
from the main road to the dance hali, 
although their purpose in the game is lit- 
tle more than a recurring sight gag. Vari- 
ous credits pop up randomly on the 
screen and the second of the four acts in 
the story focuses on a rather embarrass- 
ing habit of the town’s horses that Fred- 
dy must correct. Many parts of the game 
will make players laugh out loud, but 



Freddy’s hard work at the pharmacy will 
pay off in new friendships and loves. 



Knowing how to mix those dangerous 
ingredients is a valuable Western skill. 

there is a strong story behind the humor 
and many challenging puzzles to solve. 

Although FPFP is a spoof of West- 
erns, there is some order among the 
mayhem and unforgettable characters 
that will, it is to be hoped, return in a 
sequel. The package itself includes a 
replicated medical guide from 1881 full 
of information both useful and worthless, 
all of it funny and some of it invaluable 
to the solution of the game’s puzzles. 

FPFP’s graphics and sounds distin- 
guish the game because of the Western 
motif. Coarsegold is as close to a ghost 
town as anyone can get without actually 
dying. Its locations and characters take 
on a life of their own in the full-color 
graphics. Effects like the fade from a 
sepia-toned screen at the beginning of 
each act and other animations make the 
game as nice to look at as it is to play. 
There is a wide variety of music to ac- 
company the action in the game — over 
10 distinct pieces. The sound effects are 
in many cases recorded sounds from the 
real world that players will immediately 
recognize. Every time the score increas- 
es, a voice congratulates with a support- 
ive “Score!” for the player. Sound effects 
can also play a significant part of the 
story, as Lowe and Mandel realized when 
they put together the second act. 

FPFP may start a whole new trend in 
computer games to “go West,” but it will 
always be the first to take a not-so-seri- 
ous look at the lawmen, saloons and 
gunfighters that made Westerns so popu- 
lar. There are a lot of things players can 
try that have no impact whatsoever on 
the plot of the game. This allowance for 
experimentation is a nice touch and can 
even guide players to uncover even more 
humor. FPFP has all the elements neces- 
sary for a huge hit. Its focus on gags is a 
nice break from the other adventures out 
there on store shelves that sometimes 
get a little too serious. Freddy Pharkas 
better return after he rides off into the 
glowing sunset! 

— Russ Ceccola 
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Eye of the Beholder III: 

Assault on Myth Drannor 


PUBLISHER 

SSI 

DESIGNER 

John Miles 

PLATFORM 

MS-DOS 

THEME 

RPG 

MEMORY 

10 MEG 

PLAYERS 

1 

COMPLEXITY 

Average 

GRAPHICS 

85% 

SOUND 

85% 

PLAYABILITY 

85% 


OVERALL 85% 


Good adventuring is in the 
eye of the beholder.„again. 

The Eye of the Beholder series spans 
a time in which major changes took 
place in both hardware and software in 
the game industry. When it started, the 
Amiga and C64/128 market were very 
much alive and the IBM-and-compatibles 
were just starting to develop as spectac- 
ular game systems. Now, companies do 
tremendously innovative things with PCs 
and games eclipse those early attempts. 
Eye of the Beholder III: Assault on Myth 
Drannor, the finale to the Beholder 
series, keeps with the times with its 
enhanced full-color graphics and sound 
support and also improves the game sys- 
tem so that it is more intuitive and 
mouse-operated. 

Eye III takes place in the Forgotten 
Realms world of the Advanced Dungeons 
& Dragons (AD&D) universe. Myth Dran- 


nor is a ruined city 
in the Realms con- 
trolled by a lich 
named Acwellan. 

You must guide a 
four-person party 
through the outdoor 
and indoor locations 
in Myth Drannor to 
discover the city’s 
secrets and eventu- 
ally defeat Acwellan. 

The journey is a 
long one, but there 
are enough things 
to discover in the 
locations and variety 
to keep players 
entertained, as well 
as busy. 

Eye III adheres to the AD&D 2nd Edi- 
tion rules and incorporates all the ele- 
ments of AD&D that players have come 
to love. The manual describes the basics 
of AD&D (classes, races, monsters, 
spells, etc.) and also suggests some 
effective party combinations for different 
types of players which they should 
accept as good advice. 

SSI streamlined the interface for 
Eye III and added an extremely useful 
"All Attack” function (space bar) during 
combat to make battles, especially with 
weak monsters, less tedious to control. 
The game still puts too much emphasis 
on food, but that’s part of the AD&D 
world. Some new monster allies populate 
Myth Drannor (like sprites and were- 
tigers), as well as four brand-new mon- 
sters: Grave Mist, Living Muck, Ogre Slug 
and Shadow Hound. Players with parties 


Your hardy band of adventurers will 
have to rely on the advice of others. 

from Eye of the Beholder II can import 
their characters intact into Eye III and 
will find the game more enjoyable with 
both a familiar party and game system. 

The Beholder series is very popular 
with fantasy role-playing game (FRPG) 
fans, largely because of its first-person 


view and puzzling environment. More like 
Wizardry than Ultima Underworld in 

some ways, Eye III has lots of depth, 
varied locations and situations in which 
the party approach to an adventure 
works best. Eye III will frustrate players 
with its teleports, confusing passage- 
ways and tough monsters, but the game 
is entertaining despite the challenge. 
Stuck gamers should pick up the clue 
book. It will be easier to keep the party’s 
location straight and the game will lose 
none of its flavor. 

Eye III is a major upgrade from its pre- 
decessor in the sound and graphics 
department. You can see all of the 
doors, buttons, etc., from all views and 
monsters approach from a distance 
rather than pop up. The monster graph- 
ics are quite good and the 3-D effects 
are even more detailed and colorful. 
Attractive cinematic scenes appear from 
time to time to tell the story. Eye III also 
features a number of musical scores 
that change to reflect the situation in the 
game. The sound effects are more 
impressive. Sounds from footsteps to 
monster growls pepper the adventure 
and make the experience feel more like 
the real thing. 

There are many hours of play in store 
for gamers, and they lead up to an excit- 
ing finale. The Attack All feature makes 
combat less of a punishment than it was 
before, which is a welcome upgrade in 
many situations. 

Eye III is quite a tough game, especial- 
ly for first-time players, but it takes a 
while to get to the tough parts so that 
new players have a chance to get start- 
ed. Myth Drannor offers much variety to 
players who want a good FRPG amidst its 
many combat rounds and secret loca- 
tions. The mixture of bells and whistles 
and a real AD&D adventure works well to 
complete the Beholder trilogy. 

— Russ Ceccola 
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SOFTWARE CRLLERY 



Daughter of Serpents 

PUBLISHER 

Millennium 

DESIGNER 

Elliot, Edwards 

PLATFORM 

MS/DOS 

THEME 

Adventure 

MEMORY 

20 MEG 

PLAYERS 

1 

COMPLEXITY 

Average 

GRAPHICS 

86% 

SOUND 

82% 

PLAYABILITY 

55% 


OVERALL 71% 


In which it is discovered 
that once bitten... 

The first impression gleaned of Daugh- 
ter of Serpents is that it must be a mas- 
sive game. After all, there are six com- 
pressed disks to install to the hard drive. 
There'll be happy adventuring for weeks 



Travel to Egypt to find out about the 
ancient document of great power. 



to come. ..right? 

Wrong. 

Closer inspection 
reveals that the vast 
majority of files are 
graphic memory hogs 
which add to the 
ambiance but do not, 
in and of themselves, 
a good game make. 

Okay, so what! Let us 
put on our archeologi- 
cal hats and dig a lit- 
tle deeper into this 
mystery. 

The setting for 
Daughter of Serpents 
(DoS) is promising 
enough; the city of 
Alexandria, ancient 
home to Pharaohs, asps and countless 
Gods of animal likenesses. One almost 
expects Boris Karloff to shamble around 
a corner at any moment, resplendent in 
the fez he wore for The Mummy’s Curse. 
Further, the events that unfold as the 
player-character steps off the boat also 
portend good things to come. Specifical- 
ly, a gentleman is stabbed by some sort 
of fanatic, who is in turn shot. As the 
perpetrator dies, he mutates into some- 
thing reptilian. Things are apparently not 
as they seem, eh? Unfortunately, from 
this point forward things start to go 
downhill. 



Players must deal with many different 
characters to uncover various secrets. 


Despite the fact that players are lured 
along with promises in the manual that 
this is a true graphic novel, and that their 
actions or inactions have a decided 
impact on the course of the story, it sim- 
ply isn’t true. Regardless of which char- 
acter is chosen, or if the player opts to 
generate one of their own, the major 
events of the story are no different. The 
only differences between playing with an 
archeologist, for example, in lieu of a pri- 
vate detective, would be that certain puz- 
zles would be easier for one to solve 


than the other. Replaying the game with 
a different character doesn’t mean the 
puzzle is different, only that the charac- 
ter may not be able to solve it in time 
even if the player already knows the 
answer. Further, the plot as a whole is 
definitely linear despite the hype, there- 
fore the replay value is nonexistent. 

Even so, if DoS was as massive as it 
first appears, replay value wouldn’t be an 
issue. This isn’t the case either, as expe- 
rienced players could finish this one in 
three days or less. Novice players might 
eke it out to a week or more but that is 
definitely below average given the current 
asking price of adventure games. 

The operating system behind the game 
is Eldritch’s SIGNOS, which stands for 
Scripted Interactive Graphic Novel Oper- 
ating System. This is a fancy name for a 
point-and-click interface where the 
mouse pointer changes based on what 
actions the player is trying to do. Conver- 
sations are handled via decision trees 
and depicted in speech bubbles. 
Automapping is provided in similar fash- 
ion to the Ultima Underworld system, 
but it really isn’t necessary since there 
are a very limited number of locations in 
the game to visit. 

Not everything associated with DoS is 
negative. One of the player resources, 
Thomas Cook’s guide, is a nice informa- 
tive addition to the game. Also, as men- 
tioned previously, the game does have 
some impressive sound and graphic rou- 
tines. This is not surprising since the 
Eldritch team cut their teeth on the 
Amiga. Unfortunately, however, they have 
not expanded on these basic strengths 
with a system that will bring players back 
time and again, an essential characteris- 
tic of any successful adventure that 
requires players to commit both money 
and time to their quest. 

— Ed Dille 
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Hoyle Classic Card Games 

PUBLISHER 

Sierra 

DESIGNER 

Holmes, Schwader 

PLATFORM 

MS/DOS 

THEME 

Card Games 

MEMORY 

5 MEG 

PLAYERS 

1 


COMPLEXITY Easy 

GRAPHICS 86% 

SOUND 88% 

PLAYABILITY 90% 

OVERALL 88% 


Simple or sophisticated, 
it's all in the cards. 

Playing cards, by themselves, are noth- 
ing more than tools for the imagination. 
Originating in Europe centuries ago, 
these implements have been used to 
create countless games, many of which 
linger or even thrive in their present day 
form. Sierra has programmed a package 
of eight of the most popular card games 
in their latest collection, Hoyle Classic 
Card Games. Ranging from simple 
games enjoyed by children, such as 
Crazy Eights and Old Maid, to more 
sophisticated pursuits like Bridge and 
Euchre, Hoyle has a lot to offer a broad 
base of players. 

The opening 
screen allows 
players to select 
the game of 
choice by clicking 
with a mouse or 
using the key- 
board arrows. 

Within each game 
there is also a 
hidden icon bar at 
the top of the 
screen which may 
be accessed with 
the esc key. 

Under the control 
menu, players 
may select which 
music they prefer 



Choose your opponent from a variety of 

classic members of the Sierra family. 

and also set the volume and sound 
effects. The pace of the game is selec- 
table by altering the delay between turns 
and the length of time that onscreen 
messages are displayed. Also, owners of 
slower machines may adjust speed and 
detail levels to optimize performance. 
Every game also includes options and 
variations for score and play. Selecting 
the rules icon will explain in detail the 
nuances of the version being played and 
the player may also choose between 
nine different decks and ten playing sur- 
faces. 

After selecting and saving one’s prefer- 
ences, the player determines which 
opponents (and partners, if applicable) 
will be used for the current game. Eigh- 
teen distinct player personalities are 
included in the program, divided into two 
groupings. The first are recognizable 
characters from other releases, such as 
Leisure Suit Larry and Quarky. The sec- 
ond group includes “classic” players, 
1930’s style stereotypes. There is the 
gangster Dinky, the intrepid explorer Fair- 
banks, the wealthy playboy Winthorp and 
other similar caricatures. The computer 
players vary in skill for the different 
games and their ratings are provided on 
a handy chart included in the manual. 



When play begins, the player is treated 
to digitized cut screens and talking ani- 
mations as the computer players bid and 
score. Mechanically, the program is very 
fluid and the sound files are crisp and 
legible on a Soundblaster 16 card. There 
has even been a significant effort to syn- 
chronize the lip movements of the ani- 
mated characters with the sound files. 
Although there are still some scenes 
reminiscent of poor dubbing, they are a 
lot rarer than in most computer games 
on the market. Sierra’s programmers are 
moving in the right direction in this 
respect. 

In addition to the four aforementioned 
games, Hoyle also features Gin Rummy, 



The old favorite, Crazy Eights, comes to 
life with new sounds and game options. 

Cribbage, Hearts and a solitaire game, 
Klondike. Most players are probably 
familiar with the majority of the games 
offered, but at least one needs some 
elucidation. Euchre is an interesting addi- 
tion to the mix, as it is probably only 
known to Midwesterners, mostly those 
from Ohio. Rumored to have originated 
on a Lake Erie steamboat, Euchre is a 
trump game played with a 24 card deck 
(9 through Ace). Four players partner up 
and are dealt five cards each. The objec- 
tive is to take 3 of 5 tricks with either 
the trump turned up on top of the blind 
hand by calling that card up to the deal- 
er, or with a declared trump suit after all 
players have passed. The major variation 
over normal play is that the Jack in the 
declared suit (known as the right Bower) 
is the highest card, while the off suit jack 
(known as the left Bower) is the second 
highest card. Making a bid is worth one 
point, setting the opponent is two points, 
and a typical game is five points. 

Hoyle Classic Card Games is a worthy 
refinement of Sierra’s earlier effort and it 
keeps their shelf stock of consistent 
quality with the forum they offer on-line. 
The computer Opponents are more than 
adequate in the games that don’t require 
personality or bidding strategy. 

— Ed Dille 
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Flashback: The Quest for Identity 


PUBLISHER 

DESIGNER 

PLATFORM 

THEME 

MEMORY 

PLAYERS 


SSI 

Paul Cuisset 
MS-DOS 
RPG/Arcade 
8.5 MEG 
1 


COMPLEXITY Average 

GRAPHICS 96% 

SOUND 90% 

PLAYABILITY 95% 


OVERALL 94% 


Wend your way from world to 
world in this hidden war. 

Flashback: The Quest For Identity has 

finally arrived after a long and confusing 
wait. Developed in France by Delphine 
Software and U.S. Gold, the folks who 
created Interplay’s hugely successful Out 
Of This World, it was at first mistakenly 
perceived as a sequel to that game and 
Interplay was besieged with phone calls 
asking when “Flashback: Out Of This 
World 2” would be available. They were 
not amused. 

The Out Of This World association is 
understandable — Flashback contains 
many of the same elements as OOTW, 
from the outstanding graphics and fluid 
animation to the stranded-on-another- 
world plotline. But Flashback: The Quest 
For Identity from Strategic Simulations, 
Inc., outshines Out Of This World in 
almost every way: It’s much bigger, has 


better graphics, and the game play is 
faster and smoother. 

The story combines elements from 
such popular sci-fi action films as Total 
Recall, The Running Man, Blade Runner 
and They Live. Flashback’s hero, young 
scientist Conrad B. Hart, has invented an 
ocular device that can read molecular 
density in objects and people. While try- 
ing it out he discovers that aliens have 
infiltrated society on Earth with the inten- 
tion of (gasp) taking over! Discovering 
that they've been discovered, the aliens 
wipe out Conrad’s memory before dump- 
ing him on Jupiter’s Titan moon colony. 

From here the player must guide Con- 
rad in his quest for both his identity and 
a way back to Earth. This involves negoti- 
ating a lush and deadly jungle to get to 
the interior of the moon, where he must 
get a job to earn money to pay a forger 
to falsify identity papers so that he can 
enter television’s Death Tower game 
show, whose prize for survivors is a free 
trip to Earth where he’s thrown into jail 
and must escape to teleport to the 
aliens’ home planet, destroy their master 
brain, blow up their planet and get out 
alive. It's just that simple! 

Starting out with only a neat little gun, 
a personal shield, his trusty leather jack- 
et and no money, Conrad soon comes 
across all sorts of useful items, either by 
luck, skill or blinding violence. The roto- 


scoped animation surpasses even 
Prince of Persia, the Rosetta Stone of 
the genre. The number of moves that 
Conrad is capable of is remarkable and 
everyday activities like running, climbing, 
leaping and pistol whipping nasty alien 
mutants have never looked this real in a 
game before. Flashback uses a special 


graphics mode (320 x 240) that pro- 
duces square pixels and does not utilize 
the full width of the monitor screen. This 
not only allows for more sharply defined 
objects but creates a dramatically 
framed picture as well. A nifty zoom 
option magnifies the area around Conrad 
whenever he's in danger and lets the 
player get a really good look at the char- 
acter’s detailed animation. 



Journey through incredible worlds as 
you try to discover your true identity. 


Flashback unfolds across seven huge 
levels with a password for each level. 
Within the levels are temporary save 
points so that when Conrad dies, he 
doesn’t have to start from the beginning 
of the level. There are few, if any, dead 
ends and three skill settings (easy, nor- 
mal and 
expert) offer a 
wide range of 
difficulty, with 
even the easy 
setting pre- 
senting a sig- 
nificant chal- 
lenge. Conrad 
may be con- 
trolled with the 
keyboard, a 
Gravis joypad 
and most high 
quality joy- 
sticks. All 
switches on 
the Thrustmas- 
ter FCS (except 
the hat) are 
supported. 

Flashback is 
a wonderful 
example of how good an arcade style 
game can be on the PC and, aside from 
a few situations which may prove a bit 
frustrating, it’s almost perfect. If ever a 
title signaled a breakthrough in sales for 
a company, Flashback is it. Gamers will 
definitely appreciate this one! 

— Scott Wolf 
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Mendelian law's the game in 
the electronic aquarium. 

The red, green, and yellow caudal fin 
moves from side to side, propelling the 
multicolored tropical fish in a smooth, 
almost lazy motion. Bright colors shine 
from the undulating fins that ripple 
though the water, precisely controlling 
depth and direction of travel. Near the 
fish, one can see crabs moving in and 
out of shelter, waving large defensive 
claws to ward off intruders, such as the 
neoprene-clad SCUBA diver, and the 
whitewashed bones of a long-dead ship’s 
pilot, still minding the helm at the bot- 
tom of our electronic aquarium. 

Eons of evolution (or a creative power 
beyond human imagination) perfected 
the aesthetically beautiful and soothing 
swimming machine we call the fish. El- 
Fish took a gaggle of Russian scientists 



Create your own aquarium worlds that 
will exist right on the computer screen. 



from diverse backgrounds, and a little bit 
of western capitalist intervention to pro- 
duce. 

Reminiscent of the products of the 
genius Walt Disney in his prime, El-Fish 
follows the combined educational and 
entertainment themes of Maxis since the 
success of SimCity. A 56-gene computer 
code, an analog to the genetic code of 
living things, is used to determine 800 
parameters of shape, size, behavior, and 
coloration of the electronic fish. A com- 
puter genome, made up of sequences of 
binary digits, can be made up of any 
string of computer data that is long 
enough. For example, the genome of the 
Gettyfish was generated from the word 
processing document code produced by 
typing in Lincoln’s Gettysburg Address. 

These binary digit strings can be used 
to mate or breed the fish and produce in 
the offspring effects of Mendelian genet- 
ics reaching a heretofore unheard-of 
complexity, save that occurring in living 
beings themselves. Evolution can be sim- 
ulated by the application of mutation or 
gene change effects, but, as in real life, 
mutations may be beautiful or even more 
effective, but they are most often infer- 
tile, and cannot be used in breeding. 

Genes are saved on the disk in the 
form of a random fish generator that sim- 
ulates fishing for new species in tropical 
waters, and breeding stock stored as 
fish or fish roe. (Eggs or roe take up less 
room on the disk than whole fish, and 
provide convenient storage). 

Another feature of the electronic 
aquarium is the ability to animate any 
fish. Animation is achieved by rapid and 
evenly timed changes in 256 sequential 
pictures, which are divided into four sets 
of 64 pictures each for the front, back, 
and two sides of the fish. 

These animations (produced on the 


computer at 640 
x 400 high resolu- 
tion mode and 
striking colors) 
must be generat- 
ed before they 
can be used in 
the aquaria, a 
process which 
can take from 6 
to 7 hours on a 
386SX 16 (or 7 
to 10 minutes on 
a 486DX 33) to 
produce the 
required 256 pic- 
tures per fish. 

The animation 
process is eight 
times faster (on a 
386DX 25 processor) when a math co- 
processor is added. 

The animations are complemented by 
midi-quality music scores which can be 
played by most sound cards. Midi files 
can be converted to the XMIDI used by 
the program with an included conversion 
program. Other conversion programs 
allow for the use of scanned or drawn 
images in the aquarium environment. 

In addition to catching, evolving, breed- 
ing, and animating fish, El-Fish provides 
the ability to design aquaria. Plants can 
be added to a variety of bottom types by 
generating them, selecting them from 
the plant library, or growing either type 
into the plant desired. El-Fish has a 
library of aquarium accessories, includ- 
ing buildings, plants, reefs, rocks, shells, 
tank objects, and animated objects. 

Genes do not determine the outcome 
of a living creature; they merely define 
the limits that might be developed given 
a suitable environment. The developers 
of El-Fish had hoped to incorporate a 
complex pond or ocean-like environment 
to complement the genetic aspects of 
the game, but the available horsepower 
of computer processors was exceeded 
by the current version, limiting the game 
to the aquarium. Perhaps when we have 
a true 128-Bit processor, a new version 
of El-Fish, which explores the environ- 
ment-versus-genome question will be 
introduced. 

El-Fish has the ability to provide a 
truly electronic aquarium that does not 
require storage of many new and varied 
fish and accessories beyond the con- 
fines of a high-capacity hard drive. Some, 
however, may find the wait times to be 
intolerably long and boring. I found El- 
Fish to be every bit as mesmerizing and 
entertaining as a real aquarium. 

— Alfred C. Glovetti 


Electronic Games 83 






CD 

GRLLERY 



Exile: Wicked Phenomenon 


PUBLISHER 

T.T.I. 

SYSTEM 

Duo/Super CD 

THEME 

Action-RPG 

MEGABITS 

8 

PLAYERS 

1 

LEVELS 

N/A 

COMPLEXITY 

Average 

GRAPHICS 

95% 

SOUND 

93% 

PLAYABILITY 

90% 


OVERALL 93% 


Once again, it’s time to save 
the townsfolk from evil. 

Exile: Wicked Phenomenon continues 
the adventures of Sadler, who restored 
the Holimax in the first game and head- 
ed home to live out his remaining days 
without further adventures (yeah, sure). 
Also on board are Rumi, the female mas- 
ter assassin who was thought to have 
died after the tower collapsed in the orig- 
inal; Fakhyle, a great magician and advi- 
sor to Sadler; Kindi, strong of body, weak 
of mind; and Lawrence, a great warrior 
with a shadowy past. 

The game features both role-playing 
and arcade sequences. When in a vil- 
lage, the player-character Sadler is seen 
from an angled topdown perspective and 
engages in conversation with the vil- 
lagers. The information he acquires dur- 
ing these sequences is valuable. The 
rest of the game consists of side- 


scrolling action in which Sadler and his 
party face down a variety of badland 
beasties. One of the game's best fea- 
tures is the player's ability to change 
characters during combat. If another 



A sweet swinging sword will go a long 
way to vanquish treacherous enemies. 

member of the party is better suited to 
take on a particular enemy, the two 
adventurers can be easily swapped. 

Game data includes the player's Hit 
Points, enemy HPs, gold, and Experience 
Points. Hitting the Select button on the 
control pad brings up the main command 
menu, which includes weapons, magic, 
tonic, item, status, save, and change 
commands. Tonics are potions which 
restore health or add power. The status 
menu lists level, experience, gold, attack 
power, defensive strength, agility and the 
ability to jump. The save game command 



Exile’s game format includes an intense 
RPG-style as well as fighting action. 


only works in the RPG scenes and the 
change option is used to switch charac- 
ters during combat sequences. 

The game is slowed down somewhat 
by the delay in getting the text on 
screen. The division between action and 
role-playing is not seamless. The player 
is either in an action game or in a role- 
playing mode and the two formats never 
seem to quite come together. Action 
fans may find themselves frustrated by 
the need to interact with so many charac- 
ters before they can even leave Assassi. 
RPG fans, on the other hand, may find 
the constant action interludes intrusive. 

Exile's sound and graphics are incredi- 
ble. The score has a heroic and cinemat- 
ic grandeur that gives the game a 
panoramic quality. The opening scenes 
which depict the game's cast provide 
subtle clues for new players as to the 
characters' strengths and abilities. 

The overall art has a strong Japanima- 
tion slant. From the initial topdown 
angled movement of Sadler to the selec- 
tion of color tones for the desert, great 
care was taken to utilize the Duo's capa- 
bilities. The muted tones of the "Game 
Over" scene, revealing a man kneeling in 
front of a hand-made burial marker in the 
desert, create an appropriately distress- 
ridden, solemn view. 

The playability of Exile is high. The 
user-friendly if somewhat hidebound 
interface allows novice role-players to 
quickly access the commands and sub- 
command lists. The introduction to the 
game captures the player's interest and 
sustains it to the very end, when Sadler 
learns what the Wicked Phenomenon is 
and defeats it, freeing Baghdad and 
Assassi from the forces of evil (unfortu- 
nately, judging by current events, the 
spell was somewhat shortlived). Action 
afficionados will be pleased to discover 
that the sword action is reminiscent of 
Strider; while RPGers have the security 
blanket of plenty of stats at hand cover- 
ing the entire party. Exile is a solid, if 
somewhat schizophrenic program. 

— Laurie Yates 
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Final Fight 


PUBLISHER 

Capcom 

SYSTEM 

Sega CD 

THEME 

Fighting 

MEGABITS 

N/A 

PLAYERS 

1-2 

LEVELS 

6 


utes, the opening scene establishes that 
the force behind the crime is a gang 
called Mad Gear. Mike Haggar, former 
street fighter champion, has recently 
been elected mayor on a platform of rid- 
ding this element from the streets. In 
response to his campaign, the player 
learns, Mike’s daughter Jessica has 
been kidnapped by the Mad Gear. They 
phone his office and offer her safe return 
in exchange for his remaining out of their 
affairs. They also generously offer the 
same monthly financial stipend the last 
mayor received to maintain his silence. 
The sinister consequences of his failing 
to accept the offer are only implied, but 
it is obvious to the player that they would 
be unpleasant. A cut sequence intro- 
duces the other two player-characters, 
Guy and Cody. Cody is Jessica’s lifetime 


COMPLEXITY Average 

GRAPHICS 82% 

SOUND 88% 

PLAYABILITY 83% 


OVERALL 84% 


Conquer city crime and 
corruption with fists and feet. 

Capcom has finally brought its premier 
fighting game to the Sega CD, and this 
time all of the bells and whistles are 
intact, along with the full complement of 
characters from the arcade hit. 

The fictional setting of the story is 
Metro City, “a well known crime capital 
ruled by violence and death for many 
years." The CD opens with a very nice 
cinematic sequence that sets the tone of 
the work and establishes the basic plot 
elements. Lasting slightly over three min- 



— 


Raw punching power is still the best 
defense in this bruising street war. 


boyfriend and Guy offers his aid in the 
upcoming fight. Each of the three charac- 
ters have special skills and attributes 
that individualize play. Guy, a master of 
Ninjutsu, is the fastest of the three and 
has a special off-the-wall jump attack 



that surprises many of the opponents. 

Cody is generically billed as a martial 
arts expert who is “good with knives." 

His special attack is a spinning airborne 
roundhouse kick that is good for clearing 



The characters perform some really 
impressive fighting moves and tactics. 


out tight situations (i.e., when opponents 
have closed in from both sides and are 
mauling him). He also has a powerful for- 
ward snap kick and good punching com- 
binations. The latter works best on 
Turbo-equipped controllers, such as the 
ASCII pad. Both Guy and Cody are also 
capable of flipping or throwing opponents 
into their partners behind them, provided 
they start the attack right next to them. 

The main protagonist, Mike Haggar, is 
a master of wrestling skills. A burly 297 
pounds, players who prefer Mike are 
adopting a brawn-over-brains approach. 

He is a straightforward power character 
whose punching finesse is limited to 
straight body blows or an overhead two- 
fisted slam. On the positive side, he has 
two special moves, the back drop and 
the pile driver, which may be initiated by 
beginning close to the target character, 
as well as a room-clearing spin move as 
a special attack. 

The characters must fight through 
areas of the city, as is becoming com- 
mon with a lot of the fighting games. The 
areas are: Slum, Subway, West Side, 
Industrial area and Bay area. Each area 
is comprised of one or more rounds 
(equate to levels), with every round hav- 
ing several side-scrolling screens and 
one or more boss characters. As usual, 
bonus items are hidden underneath 
other objects, usually phone booths, 
trash cans or stacks of tires. 

Final Fight has four levels of difficulty, 
ranging from easy to mania. There is 
also a timed attack option where one 
does not move through the area but sim- 
ply takes on waves of opponents on a 
single screen. All in all, this provides 
nothing new or innovative to the genre, 
but it is faithful to its roots. 

— Ed Dille 
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Tesserae 


PUBLISHER 

Gametek 

SYSTEM 

Game Gear 

THEME 

Puzzle/Strategy 

MEGABITS 

1 MEG 

PLAYERS 

1 

LEVELS 

N/A 

COMPLEXITY 

Average 

GRAPHICS 

91% 

SOUND 

74% 

PLAYABILITY 

86% 


OVERALL 87% 


Jump those tiles by color and 
space to come out ahead. 

Original strategy games are a rarity in 
the electronic gaming world, and a new 
entry is always a cause for joy. Tesserae 
follows in the footsteps of such classics 

as Shanghai and Ishido Stones and 



If the player is careless, he or she may 
run out of possible moves and lose. 


brings a marvelous new strategic chal- 
lenge to the Game Gear. 

Tesserae is a tough game to describe. 
The player begins by opting for single- 
game or tournament mode, and selecting 
one of the nine available playfield config- 
urations, called mosaics. The simplest is 
a six-by-eight rectangular grid; the most 
complex is an x-shaped mosaic. Then 
choose one of three difficulty settings 
and start playing. 

The object of the game is to clear the 
mosaic of its tiles in the fewest possible 
moves. The Tournament mode runs the 
player through all nine mosaics in 
sequence. 

When play begins, all the grid spaces 
are filled by tiles representing one of the 
three primary colors: red, blue, or yellow. 
Any of these tiles can be moved, jump- 
style, over any compatible color, to any 
open or compatible grid space. All prima- 
ry colors are compatible, as are all like 
colors. In addition, mating two primary 
colored tiles transforms the second tile 
into a secondary color. If a yellow tile 
jumps to a grid space occupied by a blue 
tile, the blue tile turns green. Green 


remains a compatible color with itself 
and either of the primary colors which 
created it. 

When a primary colored tile passes 
over another primary color, the jumped 
tile disappears. If a primary color jumps 
over a secondary color, the secondary 
color is transformed back to its original 
primary hue. 

Confusing as this all sounds, the 
game itself is remarkably intuitive, and 
most gamers will be playing successfully 
before they fully comprehend Tessarae’s 
nuances. The program tracks both the 
number of tiles remaining and the total 
moves. 

Puzzle and strategy games, as a rule, 
adapt very well to portable game sys- 
tems, and Tessarae is no exception. Try 
playing without recourse to the instruc- 
tions; the game’s beauty and simplicity 
will unfold like a blooming flower, provid- 
ing maximum enjoyment as the gamer 
reaches total understanding of the 
game’s rules. However, the detailed 
instructions show that it's quite a brain 
teaser in its own right! 

— Bill Kunkel 


86 Electronic Games 









Spider-Man 3: Invasion of the Spider-Slayers 


PUBLISHER 

UN 

SYSTEM 

Game Boy 

THEME 

Action 

MEGABITS 

2 MEG 

PLAYERS 

1 

LEVELS 

5 

COMPLEXITY 

Average 

GRAPHICS 

92% 

SOUND 

81% 

PLAYABILITY 

72% 


OVERALL 78% 


Whoever thought Spider-Man 
could be so topical? 

Invasion of the Spider-Slayers is 

based on the story of the same name 
appearing in Marvel’s Amazing Spider- 
Man, issues 368-373, in which Alistair 
Smythe teams up with several well- 
known Spidey foes to put Peter Parker’s 
alter-ego on the shelf permanently. 
Smythe is not the former host of "Mas- 


terpiece The- 
ater,” he’s the 
son of Spencer 
Smythe, a bril- 
liant scientist 
who was once 
employed by 
blowhard pub- 
lisher J. Jonah 
Jameson to 
produce a 
robotic arach- 
nid capable of 
beating Spider- 
Man at his own 
game. Alistair 
has spent the 
last few years 
in an asylum, 
fine tuning his 
insanity and 
plotting revenge on Our Hero. The pay- 
back takes two forms: mechanical spi- 
ders and old enemies who blunder into 
the plot line. 

The merciless mechanoids come in a 
variety of shapes and sizes, from an 
Alien-inspired spider-bot to a titanic, 
heavy metal tarantula. The classic super- 
heels include Electro, the Tinkerer, the 
Scorpion, and, of course, Smythe him- 
self, clad in a super-powered exo-skele- 
ton and billed as the Ultimate Spider- 
Slayer. 

The game begins with Spider-Man on 
his way to New York’s Central Park for 
what amounts to a pre-game workout 
against a series of garden variety mug- 
gers and other petty criminals. Once he’s 


limbered up, Spidey has to deal with the 
first of the Spider-Slayers, while legions 
of the smaller spider-bots begin congre- 
gating on the streets below. 

Ultimately, the transmissions control- 
ling the robots are tracked to an estate 
in the New York suburbs, where Spider- 
Man tackles Smythe himself, his skin 
now sheathed in a bio-organic carapace 
that transforms him into a powerful, 
nearly indestructible foe. 

Spider-Man 3: Invasion of the Spider- 
Slayers plays like a fairly ordinary side- 
scroller with a couple of cute innova- 
tions. For example, Spidey’s often- 
neglected Spider-Sense (as everyone 
knows, spiders are the most sensible 
members of the insect world) turns up in 
the form of a homing instinct which 
keeps the player going in the right direc- 
tion. This feature can often prove to be 
quite useful, especially in the early 
stages of the game. While first appearing 
as some sort enemy because of its rapid 
vertical motion, the Spider-Sense will 
alert the player as to which path he or 
she should take next. Other on-screen 
information includes the player-charac- 
ter's remaining energy (a defensive indi- 
cator) and power level (an offensive 
guide). The game’s major weakness, 
ironically, is its amazingly detailed graph- 
ics. 

The delicate, fine-line backgrounds 
often prove visually confusing as Spider- 
Man moves against it. The trees in the 
Central Park sequence, for example, ren- 
der Spidey invisible when he passes in 
front of them. While this is not a great 
concern, it can be a little disappointing. 
Detailed graphics are usually sought 
after, but when dealing with the limited 
graphics capability of the Game Boy, sim- 
ple is generally best. 

— Bill Kunkel 
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Read This Book! 

by Bill Kunkel 

Let me make this as clear as I possi- 
bly can: if you have sufficient interest in 
the hobby of electronic gaming to pur- 
chase this magazine, you will be doing 
yourself a major favor by jamming on 
down to the nearest bookstore and 
acquiring a copy of David Sheff’s superb 
book, Game Over (How Nintendo 
Zapped an American Industry, Captured 
Your Dollars, and Enslaved Your Chil- 
dren) (Random House). 

Despite the title, this book is neither 
trendy Japan-bashing nor high-handed 
philosophizing about how electronic 
games transform children into zombified 
assassins. Rather, it is the story of video 
games, with an emphasis on the Ninten- 
do era, told in the rousing style of a good 
spy thriller. Beginning more than a centu- 
ry ago, Sheff tracks Nintendo from its 
humble origins as a producer of playing 
cards to its present position as one of 
the great success stories of the multi- 
national era. Each character in the 
drama is fleshed out, from company 
founder Fusajiro Yamauchi, to the mod- 
ern players such as Hiroshi Yamauchi, 
Minoru Arakawa, and Howard Lincoln. 

The book presents its characters as 
neither heroes nor villains. Some people 
may be more attractive than others, but 
the even-handed treatment gives the 
book an objective quality that it rarely 
loses, and then unintentionally. For 
example, Sheff’s research into the Atari 
era was clearly inadequate, relying far 
too heavily on Nolan Bushnell’s interpre- 
tation of events for its perspective. 

Where Game Over really cooks, howev- 
er, is in its material on the founding and 
nurturing of Nintendo of America. The 
saga of the early days of NoA makes for 
great reading. At one point, in 1980, NoA 
had ordered 3,000 units of a Japanese 
coin-op named Radarscope. It took four 
months for the games to arrive by 
steamship and, when they did, the game 
was a complete turkey. 


Mino Arakawa, the president of the 
fledgling company, is forced to call his 
father-in-law, Nintendo’s autocratic presi- 
dent Hiro Yamauchi, for help. The only 
possible solution: create new software to 
run on the existing Radarscope 
machines. Unfortunately, none of the 
major Nintendo game designers were 


HOW 

Zapped an American Industry, 
Captured Your Dollars, and 
Enslaved your Children 

7 < 


Sheff digs deep into Nintendo’s history 

and their effect on American culture. 

available to take on the project, so 
Yamauchi told R&D guru Gunpei Yokoi to 
assign it to the new apprentice they’ve 
just hired. 

“But he knows nothing about video 
games,” Yokoi complains. 

The apprentice is Sigeru Miyamoto, a 
man destined to become the greatest 
game designer of the modern era (his 
design credits include the Mario games, 
the Link adventures, and StarFox among 
others) and the game he creates is 
Donkey Kong. 

The story of video games, 
with an emphasis on the 
Nintendo era, told in the rous- 
ing style of a good spy thriller. 


Game Over is crammed with fascinat- 
ing insights and classic stories: the bat- 
tle with MCA/Universal over the “Donkey 
Kong” name; the saga of the Tetris litiga- 
tion and how America became "Tetri- 
sized”; the battle with Galoob over the 
Game Genie; how Mario got his name; 
the chip shortage; Atari lawsuit(s); stand- 
ing up to Sony; Nintendo’s purchase of 
the Seattle Mariners; etc., etc., etc. 

The stories of Nintendo’s failures 
make just as good reading as the tally of 
its successes; the chapter “Sonic Boom” 
tells the story of Sega’s explosion onto 
the gaming scene, while “Borders” 
relates the saga of Nintendo’s ongoing 
failure to translate its humongous user 
base into a modem-based network. 

One of the elements that makes this 
book great is its human touch; stories of 
epic litigation or technological break- 
throughs are always interspersed with 
telling, personal sketches. Yamauchi, for 
example, is larger-than-life, as much a 
captive of Nintendo as its iron-willed 
leader. When Henk Rogers (founder of 
Bullet Proof Software and one of the 
prime players in the Tetris melodrama) 
uses his status as a pretty fair Go player 
to make personal contact with Yamauchi 
(one of the best players in the world) and 
obtains the rights to produce a version of 
the game on the Famicom, he brings 
Yamauchi a copy. 

Yamauchi, who has never before held 
a video game controller in his hands, 
struggles for a few moments, then, 
unable to master the machine that has 
made him a business titan, leaves the 
game in disgust. 

It’s moments like these that elevate 
Game Over from business history status 
and make it truly great reading. I will 
even be perfectly honest and say that 
some of the material in this book was a 
total revelation to me, especially the 
Japanese-based stuff. 

Game Over is the first book since 
Hackers to qualify as a must-read for 
anyone with an interest in the electronic 
gaming phenomenon. 
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Ecco the Dolphin sparked a variety of 
excellent reviews from our readers. Not 
all gushed over it, though in a couple of 
cases the game inspired them to wax 
poetical. We enjoyed all the entries, but 
when it came to selecting the best 
reviews, the following edged ahead. 

Ecco the Dolphin 

Sega 
Genesis 
One Player 

Winning Review 
by Dan Thomas Maclnnes 
Ecco the Dolphin is nothing short of a 
masterpiece. It is the most original and 
unique game in years. The plot involves 
a dolphin whose pod is mysteriously 
swept away in a storm, and he must trav- 
el across the oceans to solve the intrigu- 
ing mystery. 



Ecco gets the unique opportunity to see 
the wonder of the underwater world. 


What makes this game so perfect is 
that it refuses to be categorized. Early 
levels involve using strategy in huge 
mazes. Then it switches gears into 
action-oriented races across the ocean. 
The storyline, relying on talking to dol- 
phins, orcas, and other sea life, twists 
and turns much like quest games. Some 
levels focus heavily on thinking and puz- 
zle-solving, and then it switches to focus- 
ing on reflexes and play control. It is this 
variety that keeps the player eternally 


THE 

JURY 


glued to the TV. The graphics are the 
only thing that can rival the game play. 
The artwork uses incredible color and 
detail to paint scenery that is stunning. 
From the tropical to the arctic to the pre- 
historic oceans, the graphics are some 
of the best ever seen by any system. If 
nothing else, the smooth animation and 
the relaxed pace of the game is a won- 
derful way to relax. Forget SF2, forget 
Sonic 2, Ecco the Dolphin is truly the 
best game of 1992. 

Runner-Up Review 
by Brian N. Pacula 

If the plot is this game's hook, the 
incredible presentation and simulation 
are the rod and reel. From the opening 
sequence to the adventure itself, this 
game is an utter blast. And, best of all, 
Dolphin is (brace yourself) original. 

The game puts you in the role of Ecco, 
a young dolphin whose family has been 
swept away by a mysterious tornado. 
Your search for them will take you to 
many exotic places. 

The game's most outstanding feature 
is its control — it's fluid, natural, and well 
executed, and the accompanying anima- 
tion is tuned to the point where you'll 
feel every jump, bump and dive. Speak- 
ing of animation, there's a spectacular 
graphic effect with the water — to see it, 
sing to a fellow dolphin and watch. 
Singing is a unique, and useful, feature. 

Yes, the game does have faults. The 



Incredibly detailed graphics help this 
game move beyond entertainment. 


challenge level can go from just right (the 
Vents) to mega-hard (the Lagoon) without 
warning. You try to slip between an octo- 
pus and sharp coral without becoming 
Purina Mollusk Chow! Fortunately, you 
can relax and have fun in some early 
areas, so the difficulty doesn't really 
interfere with the game play. For exciting 
challenge or peaceful relaxation, 
Dolphin's the one. 

Join the Jury 

Review a game in EG’s 
monthly contest! 

Each month, Electronic Games' critics review 
dozens of new releases. They do a great job, 
but a lot of our readers are knowledgeable and 
perceptive about the games, too. Now, our 
unique monthly contest lets you strut your 
stuff. We’ll pick a video cart each month, and 
challenge gamers to review it. Then, in "The 
Jury," EG will print the best ones — and give 
free software to the winner. 

The rules are simple: 

1. All reviews must be of the nominated 
game. 

2. Entrants can submit only one review of 
each game. 

3. All submissions become the property of EG. 

4. Reviews should be 200 words or less, 
typed double-spaced. 

5. The month’s best review, as determined by 
EG editors, earns the writer the currently avail- 
able video or computer game of his or her 
choice (sorry, no Neo-Geo carts). 

6. The contest is open to anyone who has not 
sold professionally to EG within the previous 
12 months (exclusive of this contest). 

Game for Contest #11: 
Batman Returns/Konami/SNES 

Deadline for this month’s contest: 

AUGUST 1, 1993 

Send entries to: 

The Jury (Electronic Games) 

330 S. Decatur, Suite 152 
Las Vegas, NV 89107 

...and don't forget to tell us what 
video game you'd like if you are the 
winner! 
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YES! I WANT TO SUBSCRIBE TO 
COMPUTER CAME REVIEW! 

Please send me 1 2 issues for the low price 
of JUST $23.95 - a savings of OVER 50% 
off the newsstand price! 

Send payment to: Computer Game Review, P.O.Box 7534, Red Oak, IA 51591-0534 

Name 

Address 


State Zip 

Payment Enclosed Bill Me 

Credit Card Orders: Visa MC 

Card Number 


Exp. Date 

Signature 

For Faster Service, Call Toll Free: 

1 - 800 - 444-2884 

Please allow 6-8 weeks for your first issue to arrive. 

All foreign orders must be prepaid. HLbH/ 


Check out COMPUTER 
GAME REVIEW, the 

leading magazine for com- 
puter and CD-ROM gaming! 
No matter what computer or 
CD-ROM system you own, 
CGR covers it all in full 
color from beginning to 
end! 


COMPUTER GAME 
REVIEW gives you the 
latest news and information 
on the best role-playing, 
strategy, sports, simulation 
and action software avail- 
able. Each issue is packed 
with previews, multi-person 
reviews, inside information, 
maps and strategies! You 
get it all! 


DON'T MISS OUT ON 
THIS SPECIAL OFFER! 


What makes CGR different? 


• Previews of the newest 
titles from around the 
country and around the 
world! 


• Game maps that show you 
the entire game at a 
glance! 


• Plus tips, strategies and 
much, much MORE! 


• Honest reviews from three 


experienced gamers who 
tell it like it is! 


FIRST LOOK AT ICOM S DRACULA UNLEASHED! 


CAMS REVIEW 

and CD -.ROM Entertainment 

TV 


TAKE TO THE SKIES! 

TORNADO 


CCR REVIEWS 

THE LEGACY 
BUZZ ALDRIN 
DARKSIDE OF KEEN 
PRINCE OF PERSIA 2 
CONQUER FOR WINDOWS 
EYE OF THE BEHOLDER III 




The Longest Trail 

by Joyce Worley 

EG went to school, to see MECC's 
Wagon Train 1848 in operation, a net- 
workable program that lets entire class- 
rooms take the Oregon Trail westward. 
The Marc Kahre School in Las Vegas 
assigned 3 or 4 students per wagon 
train. ("It gets too confusing, too many 
orders being entered, if they all try to go 
together," explained Gary Gray, the cur- 
riculum specialist in charge of the com- 
puter facility.) The students outfitted 
wagons, then cooperated with one anoth- 
er to make the trek, taking shortcuts, 
laughing at death, and feeding their elec- 
tronic families through the simple action 
hunting segments. 

One of the most continuing sagas in 
the history of electronic gaming concerns 
America's most arduous migration, The 
Oregon Trail. Originally designed in 1974 
for play on mainframe, Oregon was 
downloaded to classes via the MECC 
Timeshare System. The program was 



Round up your belongings and hit the 
Oregon Trail, MECC’s latest CD release. 

redesigned in the 80's for microcomput- 
ers as The Oregon Trail, and still consis- 
tently ranks in the top ten sales for edu- 
cational software. MECC introduced 
Wagon Train 1848 in the early 90's, a 
networkable version in which each com- 
puter represents one wagon, as students 
cooperate and make group decisions. 


PLRYING 
IT 5MRRT 




Conditions 

May 22, 1848 


Partly 

Cloudy 


Hot 

Warm 

Cold 






Distance 

I To Landmark: 0 mi. 

Traveled: 1,151 mi. 


Green River Crossing 


You decided to continue. 

May 19, 1848 ■ 

No grass for the oxen. 

■May 21, 1848 - 
No grass for the oxen. 

John is veil again. 

May 22, 1848 - 

You have reached the Green River Crossing. 


v 




Pace: 
Rations: 
Food Left: 
Health: 
Weight: 
Wagon: 


Wagon 

Grueling 
Filling 
481 lbs. 
Poor 
1,546 lbs. 
Stopped 


Continue 


J Trade 


j Talk t 



Hunt £ 


The next stops 
on the trail came 
this year: an MS- 
DOS Deluxe VGA 
edition, with new 
graphics, sounds 
and music, and a 
Macintosh CD- 
ROM version with 
improved and 
expanded fea- 
tures, including 
speech. 

Tens of thou- 
sands of school 
children travel the 
electronic trail 
each year, making 
this, the oldest 
educational 
game, also the 
most widely played. The new versions 
make their forays into the West even 
more rewarding. 

The CD-ROM version adds new art, 
people, and speech. There are nicely ren- 
dered drawings of landmarks, and por- 
traits of immigrants, Indians, and other 
sojourners on the trail. Pleasant voices 
read descriptions and deliver speeches. 
Old-time music marks landmarks. 

The top third of the main display 
screen features the wagon jouncing 
along the trail right to left. Beneath that 
is the map that traces the wagon's 
progress, flanked by control icons that 
permit the player to switch back and 
forth between descriptive texts, the map, 
status screen, etc. The player may also 
go to the Hunt screen at any time (ex- 
cept when near a populated area). This 
depicts wildlife dashing onto and off the 
screen; it's easy enough that anyone can 
keep their electronic family in buffalo 
steaks for the entire trek. 

This ease of survival is contrasted with 
random life-threatening occurrences (dis- 
ease, accidents, snake bites, etc.) It’s 
also disconcerting to be in the desert, 
with the cattle dying for want of water, 
and be able to go to a lush wet green 


hunting area, where wild game may be 
less plentiful but is still unrealistically 
available. 

The CD version of The Oregon Trail 

significantly advances the game, but 
unfortunately falls far short of state of 
the art. The addition of the scenic paint- 
ings, music, talking guidebook and chatty 
encounters do help. But live action 
footage and more scenery variation 
seem missing. Also missing is any real 
sense of participation, and that's the 
biggest difference between this venera- 
ble teaching product and a state of the 
art adventure suitable for all-aged play. 
The game is a great classroom tool, but 
falls definitely into the educational clas- 
sification, with small appeal for home 
players (except for those with an unusual 
interest in the subject matter.) 

Yet, this does not change the remark- 
able history of MECC's creation. It's 
taught elementary students a few details 
about the settling of the Old West for 
almost 20 years, a period of history that 
best reveals the indomitable spirit of the 
pioneers. It's a proud lesson to learn, 
and the newly revised versions will keep 
the wagons rolling in schools all over the 
country for many years to come. 
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An Official Player’s Guide 
to Sonic the Hedgehog 

Jason Rich, Compute Books, 224 pages 
(softbound, $12.95) 

This authorized hint book covers Sonic 
the Hedgehog 1 and 2 in versions for 
both the Genesis and the Game Gear. 

It's more than just a run-through on the 
game play for each cart, though that's 
certainly what takes up the bulk of its 
pages. An introduction describes the 
development and history of the games, 
including Sonic's selection as Sega's 
corporate identity icon. A chapter leading 
off the section on Sonic 2 covers the 
events of Sonic 2sday, and following the 
section on the Genesis versions is a 
chapter on accessories. In addition to 
descriptions of several OEM controllers, 
such as the Turbo Touch 360 and a cou- 
ple of items from Ascii Entertainment, 
this includes a discussion of Galoob's 
Game Genie, with a series of codes for 
each game. Finally there's a chapter that 
covers a number of the most frequently 
asked questions fielded by Sega's crew 
of game counselors. 

Each specific game section begins 
with an overview of the game (called Pre- 
flights for the Genesis versions), things 
to watch for, like the Special Zones, and 
the essential goals of the game, such as 
how to score and what's needed to final- 
ly conquer Dr. Robotnik. 

The game hints chapters are divided 
according to the Zones that Sonic must 
go through and the three Acts in each 
Zone. If there is more than one way 
through the Act, each route is described. 
This includes how best to overcome the 
obstacles and Badnicks and which ones 
to avoid, where to get rings and how to 
get into the special Secret Zones. Many 
screen shots are provided at every level. 

Irregularly interspersed throughout are 
boxed hints, titled Sonic Powertips. 

These can be short recommendations for 
which alternative routes to take, how 
best to pass an obstacle or where to 


look for a power-up, or one can be a fair- 
ly lengthy discussion of some game ele- 
ment or area touching on what can be 
found there, how best to collect rings or 
find a secret room, lamp post (Sonic 1) 
or star post (Sonic 2), etc. 

Any Sonic fan should find this book 
both valuable and interesting. 

— Ross Chamberlain 



Every secret passage and special trick 
for Sonic I and 2 is revealed for gamers. 


Populous: The Official 
Strategy Guide for 
Populous & Populous II 

Laurence Scotford, Prima Publishing, 

216 pages 
(softbound, $19.95) 

Two software companies stand out as 
creators of worlds in which players wield 
godlike power over their silicon subjects, 
Maxis and Bullfrog. Prima Publishing has 
supported each of them equally. The lat- 
est treatise for aspiring deities covers 
two Bullfrog titles: the original Populous 
and its sequel, Populous II: Trials of the 
Olympian Gods. Some may argue that 
coverage of the first is not timely; it's 


been out long enough for devout players 
to have already achieved mastery. This 
overlooks the new audience that expo- 
sure to the sequel will generate. 

Neophytes and Nimrods alike will 
appreciate the effort that went into this 
volume, as well as its modesty. The 
author rightfully notes that it should not 
be considered an exhaustive treatment 
and encourages further experimentation 
with the promise of discoveries that tran- 
scend the scope of the book. 

While detailed walk-throughs of the 
various landscapes are as expected and 
appropriately treated, the author is more 
helpful with concepts that build player 
versatility. An example is a discussion in 
Chapter One of the strategy of nippling, 
where raising the elevation of terrain 
through a series of small bumps forces 
walkers to build smaller settlements 
instead of congregating in castles. Cas- 
tles have distinct advantages later in the 
game, but they take a long time to build 
and players are better served through 
numerous small settlements which pro- 
duce additional walkers faster to further 
populate the land. 

The book is organizationally sound, 
divided into a section for each game with 
appendices discussing developmental 
histories. Some annoying breaks in the 
flow of information include asides set off 
from the main text in blocks with head- 
ings like “Did you Know?’’ These are usu- 
ally historical or biblical illustrations 
intended to support the main text. Unfor- 
tunately, many are either irrelevant, such 
as a discussion of the remains of Pom- 
peii, or written in a tone that will appear 
condescending to more sophisticated 
readers. Their space could have better 
been used otherwise. Not all should be 
skipped; some (such as tips from Bull- 
frog programmers, “From the Florse’s 
Mouth") contain relevant information. 

Overall, the work should be viewed as 
a mixed blessing of musing and meta- 
phor which succeeds on some levels but 
fails to live up to its full potential. 

— Ed Dille 
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TEST 

LRB 


Convenience Store Wars 

by Ed Dille 

Barcode Battler 

Irwin Toy Company 
Under $50.00 

This month’s entry definitely appears 
under the sub-heading of “What will they 
think of next?” 

Originally developed and marketed in 
Japan, the Barcode Battler established 
itself as the latest rage in the land of the 
Rising Sun. This hand-held unit trans- 
forms ordinary bar codes into fantasy 
heroes, monsters, weapons, special 
items and the like. Not literally, of 
course, but the optically coded informa- 
tion is interpreted in ways it was never 
intended. 

The Japanese version of the Barcode 
Battler, on the market for only two years, 
has already garnered a major market 
share among middle school-aged chil- 
dren. Statistics have 33% of 9-10 year 
old boys and 37% of 11-12 year old boys 
owning a unit. Irwin Toys regularly spon- 
sors tournaments and players are 
already preparing for the world champi- 
onships. 

What’s the source of this appeal, one 
might ask, and how will it translate in the 
U.S. market? Break out your hand-held 
scanner and read on! 

The base unit is compact, approxi- 
mately the size of a one inch thick stack 
of 5 x 7 note cards. There is a central 
LCD screen (about 1x2 inches) on 
which all of the “action” takes place. The 
action, at this stage of development, is 
pure number crunching similar to early 
versions of TSR's D&D system. The 
remainder of play, judging from the over- 


seas experience (and Irwin Toys’ test 
marketing in Dallas, Atlanta, St. Louis, 
Pittsburgh and Hawaii) is that a lot more 
of the game occurs in the player’s imagi- 
nations, as they romanticize and fanta- 
size about the exploits of their heroes. 

The Barcode Battler comes with one 
set of playing cards. These plastic lami- 
nate cards are printed on one side with a 
graphic of the hero, monster, weapon or 
special item they represent. On the back 
is the barcode itself and a text descrip- 
tion of the subject. Sliding the card 
through the optical scanner slot on the 
machine inputs the barcode data in a for- 
mat the game can use. 

If the card is a warrior, for example, he 
is rated for Energy, Attack and Defense. 
Wizards are similarly rated but they also 
have magic points allotted. After the 
opposing players are input, special 
items, weapons and the like are scanned 
and the battle begins. 

The Barcode Battler has three sepa- 
rate operating modes, C-0, C-l and C-2. 

In C-0 mode, the unit resolves a single 
battle between opposing barcodes. Each 
battle is resolved in a series of turns, 
alternating between the two opponents. 
For each turn, the player may elect to 
attack the opponent, use survival points 
(limited in number per battle) to recover 
energy, or conduct a magical attack, if 
one is a wizard. There are ten different 
kinds of magical attacks, as depicted in 
the table opposite. 

Frankly, the C-0 mode by itself holds 
little lasting appeal except as a conduit 
for tournament play. Fortunately, the unit 
is not limited to that single option. In the 
C-l mode, players may chose two cards 
from the deck, a wizard and a warrior, as 
their on-screen alter egos. These battlers 
may be further empowered with one item 


card apiece. Once input, the team will 
compete in a campaign against a series 
of computer generated enemies. Only by 
successfully completing this series of 
battles can the player progress to C-2 
mode. 

In C-2 mode, one battles a series of 
10 “Mega Monster” cards to finish the 
quest. Completion of C-l mode is neces- 
sary to allow the player to build up 
enough strength to even begin C-2 mode. 

Campaign play is appealing, in that 
the player must discern which combina- 
tions of wizards and warriors work best 
together (the answers are not always 
readily apparent), as well as which com- 
binations of moves are most effective 
against different opponents. Within a 
given campaign, the card set is designed 
such that there are optimum combina- 
tions the player can discover. 

What keeps campaigns interesting 
over time, however, is the wild card ele- 
ment that is introduced when players 
input their own barcodes, obtained from 
any piece of merchandise (including 
video game magazines). Players will find 
some cards that, if input as heroes, sim- 
plify their quest. Conversely, if one found 
the original quest too simple, they may 
be input as monsters to complicate the 
issue. Discovery and experimentation are 
the key words here, and one of the major 
strengths of the product. 

Irwin Toys has also developed an 
excellent marketing plan to keep their 
product alive in the long run. First, they 
already have two follow-on card decks in 
production. Each of these is built around 
a theme, as in the original, and consti- 
tutes a stand-alone quest for players. 

The first of these, Secret of the All 
Seeing Eye, features a master villain 
known as Lord Death, who will be im- 


What keeps campaigns interesting over time is the wild card element that 
is introduced when players input their own barcodes, obtained from any 
piece of merchandise (including video game magazines). 
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printed on a hologram collectors’ card. 
Irwin plans to use hologram cards for all 
of its major characters, even though their 
production quadruples the expense. 

Each of the sets of campaign cards will 
retail for less than five dollars, a tough 
price to argue with. 

The second set is entitled Halfling 
Wars and, along with the Battler and 
other card set, will be available widely 
before the Christmas buying season. 


that will allow up to four of the basic 
units to be networked for either 2-on-2, 
3-on-l or full melee play. Given that play- 
ers will remain uncertain about how each 
will react in a four-way melee, this option 
adds to the depth of replay value consid- 
erably. The unit will also allow two new 
player-character types, monks and super 
heroes (or villains, depending on one’s 
point of view). Players may also fight with 
self generated characters to determine 


Squared is tentatively slated for release 
in 1994. 

Also in the works is a video game 
hookup and controller cartridge that will 
convert the player's favorite barcodes 
into two dimensional characters for 
arcade type battles. The most likely com- 
pany to exploit this technology is Ninten- 
do. Although licensing discussions are 
still in progress, 
the 



To those who still remain skeptical of 
the basic premise, Irwin Toys has two 
peripherals in the works that may change 
your opinion. The first of these is the 

Barcode Battler Squared 

(working title), 

a stand- ' 

alone 

unit 


their level on a scale of 1-100 

The Barcode Bat- 
tler 




The SNES cartridge would allow 
multiples for arms, heads, legs, and the 
aforementioned attributes, so that every 
barcode would generate a unique on- 
screen persona. The unit is also sched- 
uled to appear in 1994 and will be priced 
accordingly with other video game offer- 
ings at the time it appears. 

The final factor working in favor of the 
Barcode Battler is additional licensing 
discussions under way with seven differ- 
ent companies, among them comic book 
and sports card publishers. If these 
deals pan out, and the unit achieves a 
significant enough market share this 
Christmas through proper marketing, 
hand-held games could have an entirely 
different approach by this time next year. 

Arcade offerings are great, but a com- 
bination of action, strategy and home 
made heroes is even better. 
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Updates 
& Innovations 

This column, which has previously con- 
centrated on one major BBS each month, 
is shifting focus in the interest of provid- 
ing a service to our readership that sim- 
ply doesn’t exist elsewhere. 

Specifically, Gaming On-Line will 
become the first central clearing-house 
of major news and upcoming gaming 
events for all the services currently on- 
line. Each month, we'll provide coverage 
of new muiti-player games (MPG’s), wher- 
ever they appear, and updates to inter- 
faces or other features for existing 
games. Additionally, as tournaments, 
special events (such as free play week- 
ends) and gaming-specific conferences 
are scheduled, EG will provide as much 
advance notification of these events as 
possible. As soon as we know it, you'll 
know it, without having to use precious 
on-line dollars to read the postings of 
every service. 

The degree of coverage afforded indi- 
vidual services will vary from month to 
month, based entirely on how much with- 
in our areas of interest that service has 
accomplished or planned. Reader com- 
ments and suggestions are welcome. 

Genie 

Under the hot new MPG’s category, 
players need to log onto Genie and take 
a look at CyberStrike. The premise of 
the game is to establish control of a city 
by eliminating enemy units, placing 
power centers and fortifying against fol- 
low up assaults. Every player controls a 
biped type robot that may be acces- 


sorized by either purchasing add-on mod- 
ules or salvaging them from combat kills. 
Players are grouped in teams of four, 
four teams to a city, for 16 total 
humans per game. Players do not 
die; if they get “slagged’’ by 
other players they are simply 
transported back to their start- 
ing point in a baseline droid 
(i.e. , all of the modifications they 
have made up to that point are lost). 
The interface is smooth and easy to 
master and the software may be down 
loaded free. 

Other technical improvements on 
Genie include the addition of a GUI inter- 
face for GemStone III and an SVGA 
update file for dedicated Air Warriors. 
During the month of August, three new 
fighter planes will be introduced for Air 
Warrior and the main gaming arena will 
be split into two identical copies of the 
European and Pacific theaters (pilots will 
be able to jump between theaters at 
will). As part of their “Hot Summer 
Nights’’ promotion, several of Genie’s 
MPG’s will hold free weekends and other 
events in August. Gemstone III is featur- 
ing a festival with gladiatorial games, an 
auction, merchant caravan, lock picking 
and bard contests, as well as water tun- 
nel races. Every Tuesday night will be a 
"Welcome to Spur/New Player Night” on 
Dragon Gate, where even experienced 
players will get their first glimpse of new 
levels, areas and powers to be added 
that month. Finally, in celebration of the 
578th anniversary of Jan Hus being 



>< 



burned at the stake for heresy, Genie’s 
version of Jim Dunnegan’s Hundred 
Years War game will have a heresy 
weekend contest August 6-9. The winner 
of that contest will get many prizes, only 
to be burned at the stake (vicariously, of 
course). 


Delphi 


Delphi brings Empire Deluxe, the classic 
military sim, to the modem world. 


Delphi has just opened its new 
modem-to-modem area, which acts as a 
central clearing house for players who 
seek head-to-head competition with their 
favorite off-the-shelf products. Many 
games are being tested for inclusion, but 
there are currently seven active, the 
most popular of which are; Command 
HQ, Empire Deluxe and The Perfect Gen- 
eral. Players may now post their prefer- 
ences and availability times in Delphi’s 
Game Room. 

MPG Net 

The MPG Net is conducting Empire 
Builder tournaments in a round robin, 
elimination fashion. There will be several 
prizes but the grand prize winner will 
receive a Practical Peripheral 14.4 bps 
modem. The only glitch to jumping into 
competition for this juicy prize is that the 
game requires a Windows setup with at 
least 5 MB of memory, a configuration 
which will exclude a lot of players. 

National Videotex 

National Videotex Network (NVN) is 
sponsoring a random drawing among all 
of its “active” members, the winner of 
which will receive a free trip to GenCon. 
Additionally, they have gone live with 
MPG’s role- playing game, Drakar, and 
will have their version of Hundred Year’s 
War on line by the time this issue 
breaks. Finally, they have added a new 
Mac interface to Galaxy and opened a 
dedicated role- playing forum for pen & 
paper enthusiasts to meet and play on 
line. 

All in all, there are a lot of things hap- 
pening on line. Rest assured that EG will 
be there to bring them to you. 

—Ed Dille 
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Coming Rttractions... 

In the September Edition of Electronic Comes 


Players’ Guide to the New 

Fall/Winter Electronic Games . A . . - ... 

' EG’s First Annual Multimedia 

When the leaves turn color, elctronic gaming Entertainment Report 

busts loose! Hundreds of new video, computer, 

multimedia and portable games will bombard New hardware! New software! New 

consumers between October and March. It’s formats! Find out all about the players - 

tough to tell the winners from the wimps. Our or the disks - with this wide-ranging 

annual preview of the hottest titles lets you know guide to the most explosive segment of 

what’s coming - and what’s worth waiting for! electronic gaming! 



month 


arograms 


hotocopy if Jfou prefer) to 


Vegas, NV 89107 


And Be Sure to Look For the Very Latest in 
High-End Gaming, Including: 


• Power On! 

• Feedback 

• A Look to the East 

• Insert Coin 

• The Game Doctor 

• Fandom Central 

• Kunkel Report 

• Test Lab 


• Video Game Gallery 

• Software Gallery 

• CD Gallery 

• Portable Playtime 

• The Jury 

• Playing It Smart 

• Gaming On-Line 

• Lore 


and don’t forget all the latest news 
and previews in EG’s Hotline! 


What’s Next for AD&D? 


We went to the experts, the game 
developers at SSI, to find out all 
about the plans for Dungeons & 
Dragons. This story tells what’s in 
store for the original role playing 
game-system this year - and 
beyond! 


My favorite video games are: 

1 . 

2 . 

3 . 


My favorite computer games are: 

1 . 

2. 

3 . 


My favorite multimedia game is: 


My favorite coin-op game is: 

1 . 




CALL ANy GOOD GAMING MAGAZINES TODAY? 


1 - 900 - 903-3309 

ELECTRONIC GAMES 

HOTLINE 



Hear all the latest news, reviews, previews, interviews, 
and commentary about video, computer, multimedia, 
and portable electronic games. 


The Electronic Games Hotline is the 
audio version of Electronic Games, 
the all-platform magazine for gaming 
connoisseurs... Now you get the fast 
breaking news, controversial inter- 
views, reviews, and previews when 
they're happening. 


Make the electronic connection 
today... call the Electronic Games 
Hotline. 


Only $1.00 Per Minute. 
Callers must be 18 or older. 
Callers must use a touch i 
tone phone. 

A service of 
Decker Publications, Inc. 
1920 Highland Avenue 
Lombard, IL 60148 







Role Playing Then. 


You push a button. You open a door. Leave the life of paperwork and laundry, of squalling kids and car trouble. 
Enter new worlds. Of adventure. Horror. Magic. Love. Death. Solve a mystery. Save a kingdom. Live by your wits, tap 
the reserves. Find out who you are, the stuff you're made of. With the power of 1300 floppies on a single disc, 

CD-ROM LETS YOU ESCAPE INTO THE DEPTHS OF YOUR OWN IMAGINATION. 



Role Playing Now. 


Video clips from David Lynch's cult 
fdm of Frank Herbert's famed sci-fi epic 
heighten the reality of DUNE"; as you 
battle to control production of the 
consciousness-expanding spice Melange. 


THE 7TH GUEST", assembles a cast of 23 
actors [ 24, including you] in the world's 
first true Interactive Drama™ set inside 
the haunted hilltop mansion of twisted 
toymaker Henry Stauf. 


In FABLES AND FIENDS"': THE 
LEGEND OF KYRANDIA"; you are 

the rightful prince of Kyrandia who 
must recover the precious Kyragem, the 
source of all the magic in the land. 


THE 7TH GUEST and Inieraclive Drama are trademarks of Virgin Games, Inc. and Trilobyte. Inc. © 1992 Virgin Games, Inc and Trilobyte, Inc. All rights reserved. FABLES & FIENDS and THE LEGEND OF KYRANDIA 
are trademarks of Westwood Studios, Inc. © 1992 Westwood Studios, Inc, All rights reserved. DUNE is a trademark of Dino De Lourentiis Corporation and licensed by MCA/Universal Merchandising, Inc. 

© 1 984 Dino De lourentiis Corporation. All rights reserved. Developed by Cryo Entertainment Systems. © 1 992 Virgin Games, Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 
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Jack Nicklaus' Power Challenge Golf is a trademark of Golden Bear International. Sega and Genesis are trademarks owned by Sega Enterprises3-td. 

Acc^ade, Inc. is neither affiliated with, nor a licensee of Sega Enterprises, Ltd. or any of its affiliates. ©1993 Accolade, Inc. All rights reserved. 




This magazine was scanned by Vanamo Media 



This is a not-for-profit scan meant to preserve video gaming 
history. Magazines run a serious risk of being lost to time, 
so please share and host this scan. 


Visit retromags.com for classic gaming 
magazine indexes, listings and downloads. 


Visit archive.org/details/gamemagazines 

for classic game magazine downloads. 


For a public domain archive of 
gaming hardware photos, visit the 
Vanamo Online Game Museum at: 

commons.wikimedia.org/wiki/UsenEvan-Amos/ 


J®* 

G a rinljs^ us eum 


The Vana m'01 

Online Gam^el&useum 


archive.org 






